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discovered two things at this year’s E3. 
One, that our readers are extremely cool 
people, and two, violence in video games 
is as much a non-issue with them and the 
development community as it is with us. In 
fact, looking around I noticed just how 
congenial our industry is. There doesn’t exist 
any apparent malice or bad elements in the 
world of video games. Then again, I didn’t go 
to all the parties. 

This was a great show. Like a kick off to the 
new Millennium, dreams of new hardware 
were in the air, with Sega’s already a reality. 
Words cannot express how great it was to see 
Sega in full force again, with an impressive 
new booth displaying the games that will 
help make the launch of the Dreamcast the 
biggest ever in terms of available software 
and technological support. With the system 
coming in under $200 with full modem J 
support, any doubts that anyone may have 
had can be safely laid to rest. Sony and!' 
Nintendo delivered the goods as well and had 
a couple of surprise announcements of their 
own. In the Sony camp, word is that the PS2 
will make its debut next fall and Nintendo’s 
codename “Dolphin” hardware shouldn’t be 
too far behind. Gaming in the next century is 
going to be out of this world. Read all about 
this year’s E3 and our impressions of it, 
beginning on page 28. Enjoy! 
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Psychological Test #7—Discovering your inner self. 


Q: Do you see a ballerina in worn slippers and pink tutu smelling 
a faded rose? 









□ Yes, I seethe ballerina. I also happen to 
wear my pants too tight. 

I—I No, I see the noble savage that lurks 
deep in my subconscious mind-after 
all, man is a combination of the sophis¬ 
ticated and the primitive, of the learned 
and the instinctual. Bloody Roar II is the 
perfect outlet for my animal aggression. 
Every scorching slash, pulverizing punch 
and bone-cracking combination is 
rendered with deadly clarity. I can 
morph into multiple beasts, including 
hidden monstrous warriors. I can even 
create my own devastating fighting 
combinations. We should never try to 
deny the animal. We need to unleash 
the beast within us all or die trying. 



Fig. (a) 


Fig. (b) 


Fig. (c) 





PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. Bloody Roar is a trademark of HUDSON SOF. ©1999 HUDSON SOFT. Portions ©1999 EIGHTING/RAISING. 
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“Sega Sports is Back!" Some questioned 
Sega’s new commitment to sports 
games, but our early look at their 
new football title for Dreamcast 
will have the detractors eating 
their words and running back to 
their consoles for the 
best sports games 
ever! 
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Here it is: all the hottest news straight from the biggest 
videogame convention of the year. And since it’s only for 
industry types , allow us to be your inside scoop for all 
the hottest games coming out in the next year! 
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WELCOME TO THE JUNGLE, NETWORK JUNGLE... 








Masaya Matsukaze (Ryo Hazuki) has a go at the Free Battle Time 
Attack while Hazuki Ishigaki (Rei Shenhua) auctions oft an original 
print signed by Yu Suzuki. 


One of the new QTEs has you trying to fight off a 
drunken foreigner at night, and failure has Ryo 
smashed on the head with a bottle. 


Ms. lori sings a song from Shenmue; the 
character actors demonstrate how they 
record their voices for the game; and Yu 
Suzuki explains about Koh’s face. 


Two new mini-games, Excite QTE2 and Darts, 
proved that even a 5-year-old could play Shenmue. 
But would they want to? 


Over the spring holiday season Sega partici¬ 
pated in the Network Jungle II Digitaliland... 

...an event showing the uses of digital technology with 
a giant Shenmue booth. Not only were several new 
demo games available to play, but Yu Suzuki was also 
on hand to talk about the latest developments in the 
game as well. The most eye catching of these were the 
high-quality faces that could be manipulated in real 
time as they spoke about the game. Not only could you 
rotate the heads around, but you could also zoom in 
and out of the face. 


One of the four faces shown belonged to 
Chai. The headphones next to the Dreamcast 
let you hear what he was saying. # 


Yu Suzuki spoke about the faces... 

“Each of the faces used specular reflection 
to simulate the light reflecting off the mois¬ 
ture in the eye, and all the characters’ lines 
are lip-synched using special software to 
match the bone and muscle movements of the 
jaw and mouth to the sound. I had hoped to 
show off 16 characters; however, it took two 
weeks for us to convert each character from a 
low- to high-polygon model, so we only had 
time for four of them. I’d like all the speaking 
characters in the game to be high-polygon 
models, but there are too many characters in 
the game and they all speak, so only the main 
ones will be converted. In total, the amount of 
speech in the game is already around 30 to 40 
times the size of a normal movie. As Shenmue 
is more than 10 times the size I’d originally 
intended it to be, I’ve divided it in to chapters. 
In Chapter One: Yokosuka, there are four main 
locations consisting of two residential areas, 
Dobuita and the port. We’ve already created 
197 characters for the first three locations 
with another 47 or so for the port. In total it 
could easily go over 300.” 


For those who have seen 
Square’s old man demo 
for the PS 2, it’s clear that the Dreamcast easily has 
the performance to match that. It’ll be interesting to 
see how Shenmue develops from here on. 


Twelve brand new characters, including a pigeon, 
could be downloaded. With the 16 at the TGS, this 
makes a total of 28. 
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POCKET MONSTERS FESTIVAL ’99 •' • • 


From March 27th to April 29th, at five 
locations across the country... 

...Nintendo celebrated the third anniversary of 
Pocket Monster with a special festival dedicated 
to those die-hard Pokemon fans who can’t get 
enough of their favorite Nintendo games. We 
dropped into the Tokyo event to see exactly what 
was going on and were pleasantly surprised to 

see a lot of interesting things. While it has to be said that it certainly doesn’t compare 
the Nintendo Space World Show, it was still a great opportunity for many people to 
play a lot of new games and make some new Pokemon friends. 



Hundreds of people queued to play Poke¬ 
mon Stadium 2, especially the various 4- 
player mini-games on offer. 







The Pokemon Festival had more than just N64 games... 

...to keep everyone occupied. The main stage had numerous special programs such as this 
Pokemon News & Weather feature. Away from the N64, everyone was exchanging data from 
their Pokemon Card GB game or chatting with new friends. 


There were lots of special stage events... 

...where kids could play for big Pokemon prizes. Almost as popular as the N64 was the Poke¬ 
mon Card game, which could be seen everywhere around the event hall. Best of all was a 
special cleaning service, where two engineers would clean any GB or GB cart for free! 


montniLj cjaminc) neuus» 





















































































PSYCHIC FRIENDS... 


...the PlayStation version looks like it’s going to be far supe¬ 
rior in every way. Even graphically it looks awesome, but 
Taito are really going out of the way to add a lot of great new 
features to the game as well: an initial selection often char¬ 
acters will be joined by six hidden characters, including 
Genma, Sonia and Brad (shown here on a special postcard 
given away free at the event); support for the Pocket Sta¬ 
tion; an anime movie; an original theme song 
(which was sung here by Hironobu Kageyama); and 
loads of new game modes. 


„ arcade MCOE 

r CA Ml MODE STORV MODE 

traimng mode 

VS MODE . 

GROUP VS MODE ^ 

0 SURVIVAL MODE 
RECORDS 

ALBUM MODE __ J 

$ OPTIO N MODE Y . 

_ f PSYEXPANI) MOD k 

■■ / -gS YCHICCEIt NET'W 

■ ' ’ ’ * # # * * t? p/f) & © © 


On April 18 at one of Tokyo’s leading dance scene night clubs, Velfarre, Taito 
held a special Thanksgiving Day party... 

...to announce the development of Psychic Force 2 for the PlayStation. Other than the actual 
announcement itself, the main event of the day was, of course, a special live performance from 
Zunta, Taito’s very own sound team responsible for many of Taito’s greatest game music hits. 
This alone was enough to attract hundreds of female fans from around Japan who gathered in 




© TAITO CORP. 1997, 1999 






SHOP FAMITSU! 

F or those who can’t wait to get the lat¬ 
est character dolls... 


...or limited-edition plush toys, paradise has 
arrived in the shape of a new specialist gaming 
shop from Famitsu. 
Located in Akihabara, 
all the coolest goods 
can now be purchased 
any time you want! 


DC GETS A BAD RAP... 

r he Dreamcast’s image appears to be suffering. At one fair 
we found a stall that had a Dream cast and Pocketstation... 


...as equal first 
prizes! Surely the 
Dreamcast is worth 
more than that? In a 
separate incident, we 
discovered one shop 
that had actually 
placed a PlayStation 
inside a Dreamcast 
cabinet. Does this 
boy now believe that 
Omega Boost is com¬ 
ing to the DC? 







































































































GAMERS’ REPUBLIC: Seaman. 

SEAMAN: Can I help you? 

GR: Good day! 

SM: Thanks. 

GR: Are you well? 

SM: Yeah. 

GR: How’s life? 


SM: Aarrgghh! Don’t surprise me! [angry] 

GR: Life. 

SM: Give it up! I’m that kind of Seaman. 

GR: Is the Dream cast selling well? 

SM: What did you say? 

GR: Dreamcast. 


SEAMAN SPEAKS! 


A t the TGS the most interesting booth there was that of Vivarium’s 
M Seaman for the Dreamcast... 

...because it was like nothing anyone had ever seen before. With strange skeletons 
under glass cases and dead animals floating in strange liquids, it really made a 
change from the typical booth display. Indeed, such was its popularity that the cre¬ 
ators decided to put Seaman on display again at an aquarium for all to see. Howev¬ 
er, this time the public had the first opportunity to actually communicate with Sea¬ 
man itself via a special microphone device. 




Although there were two buttons, only the 
red one seemed to do anything. When you 
wanted to speak to Seaman you had to keep it 
pressed down, although signs warned against 
pressing it for too long, because it would make Seaman angry. The microphone was 
unusually high quality, but, in order to keep the final costs down, it’s unlikely that the 
final Dreamcast version will be retain this level of quality. After trying every word we 
could think of, we began to realize that long phrases were a little beyond Seaman at 
this point, so we kept our sentences as short 
as possible. Here’s are the fruits of our over¬ 
seas correspondent’s chat with Seaman. • •> 


oivi; i uuti i ui iuci Dialiu. 

GR: You’re cute. 

SM: You’re right there. 

GR: How are you? [repeated 5 times] 

SM: Enough already! [angry] Would you let 
me check something? Are you a man or a 
woman? 

GR: A man. 

SM: Ah, a man! What star sign are you? 

GR: Virgo. 

SM: Right, Virgos are fairly selfish. 

GR: You’re cool. 

SM: It’s often said. 

GR: Are you well? [repeated 5 times] 

SM: You’re stubborn aren’t you? I’d like to 
ask you something again. Are you a man or 
a woman? 

GR: Woman. 


When we arrived at the Seaman display we 
found no evidence of the weird exhibits that had adorned Vivarium’s TGS booth; however, we were told that they had been covered up 
because of their somewhat shocking nature. Braving any ancient Egyptian curses still in effect, we were permitted to uncover the secret 
panels in private and photograph the ancient remains of Seaman’s ancestors for this report. 

/ CAN’T BELIEVE THE JUICY PIECES! 

'e reported last month from the Tokyo Toy Show about some of the great game-relat¬ 
ed toys coming out soon, but didn’t say anything about what’s out now... 

In particular, the cheapest and most popular toys available almost 
everywhere are the little toy gifts you can get in boxes of candy. They 
only cost around ¥100, but with a whole set to collect it can gobble up 
a little kid’s pocket money really 
quickly. Here’s a bunch of toys we 
managed to collect on one trip to the 
supermarket. Currently, the biggest 
seller is the Pokemon TV anime fin¬ 
ger puppet collection. 
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The whole theme to 
Plaza Capcom is 
old-style America. 
Everywhere you 
look you can see 
pictures of famous 
American icons. 

However, that did¬ 
n’t stop them 
including a wall 
full of traditional 
Japanese Pachinko machines. 


CARGO. 


CAPCOM PLAZA OPENS! 

fin April 24 Capcom opened their first arcade in Tokyo on the 
U basement floor of Loft in Kichijoji City... 

The center of attention was of course Street 
Fighter III 3rd Strike, but there are plenty of 
other games as well from Sega, Konami and 
others. In order to focus on the Capcom image 
the tokens used for gambling have Ryu on the 
back and even the little hand wipes have 
Chun-li on them. Plaza Capcom is certainly dif¬ 
ferent from your usual game center. 


She Came Tonight:! 

You Must Came Toa! 

To the t-'ditor: 
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The floor to the arcade is printed with pages from a newspaper run¬ 
ning fictitious news stories about Capcom and their characters. 


OUT OF WORK??? 

\A/hat happens to all the old characters that 
MM aren’t wanted anymore? 

We went out and 
searched for stars of 
old that haven’t been 
heard of recently. 

After Bandai’s excel¬ 
lent fighting game, 
the Masked Rider has 
ended up in front of a " I I 

Japanese shrine hid- B Kmwgia ^^^ 
den in the heart of the countryside, a three-meter-high 
Ultraman stands unloved outside a multi-story office block, 
and Sonic wanders the streets of Ikebukuro in search of 
stardom. 


POKEMON ANNIVERSARY 

pocketJVIonster celebrated 

Boy. Other than an its new color 
combination, with an orange front and blue back, it has several of 
your favorite Pokemon drawn on it as well. It also comes with two 
Pikachu batteries. 


A 

3 

QJ 

C 

u 

c 

E 


The main service counter has 
the great name of ‘‘Street 
Fighter Cafe”; you can buy 
drinks from a vending machine 
next to it. Cool! You can also 
buy lots of limited edition 
character goods from the Cap¬ 
com shop as well. 


frontlines news page 10 
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r Look for 
specially marked 
Blade videos for 
valuable offers 
£*► and savings! 


Also Available on 


Read the Novel Irom 
Harper Paperbacks 


New Line Cinema Presents an Amen Ra Films Production in Association with Peter Frankfurt a Stephen Norrington Picture Wesley Snipes Stephen Dorff "Blade" Kris Kristofferson N'Bushe Wright Donal Logue 
Co-Producers Andrew J. Horne and Jon Divens Costume Designer Sanja Milkovic Hays Music By Mark Isham Edited By Paul Rubell, A.CE. Production Designer Kirk M. Petruccelli 
Director of Photography Theo Van De Sande, a.s.c. Executive Producen Stan Lee Avi Arad Joseph Calamari Lynn Harris Produced By Peter Frankfurt Wesley Snipes Robert Engelman 
Blade and Deacon Frost Characters Created for Marvel Comics by Marv Wolfafl 6 Gene Golan Written By David S. Goyer Directed By Stephen Norrington 


© 1998 New Line Productions, Inc. All Rights Reserved. © 1998 New Line Home Video, Inc. All Rights Reserved. 
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An Epic Adventure 
A Timeless Romance 
An Instant Classic 


k Four Disc CmlecuRjk 
Includes: 2 Game t«3 
and 1 Exclusive 'Ma t 

k 50+ Minutes oflncS 

k 100 + Page Clot fatal 

Arthook/InstructionMqnual!/A 
^ Including an Exclusive Excerpt 


Edition! 
h Mu A 


jpLUNAR 

Animatio 


k Full-color Cloth Map! 


IjGame© 
■mire r eserved. 


PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. LUNAR" is a remsu ffiP^ MBmark of Game Arts/Working Designs. Licensed from ESP by Wtjij 
Game Arts/Studio Alex 1992 Reprogrammed game© Game Arts/Kadokawa Shoten 1998. English Translation ©Working Designs 1998,1999. Working Designs is a registered trademark of Wori 
3B Redux! Web Address: http://www.workingdesigns.com For a dealer near you, call (530) 243-3417. 
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Blue Version 


database charts 


MONTHLY CHARTS PROVIDED BY 
NPD DATA TRACKING SERVICES 


YOUR NUMBER ONE SOURCE FOR TOP SELLING CONSOLE AND COMPUTER GAME STATISTICS 


*RANKED ON UNITS SOLD APRIL 1999 


1 SYPHON FILTER 989 

2 SILENT HILL 

3 FROGGER m 

4 CRASH BANDICOOT 2 

5 ARMY MEN 3D 3m 


6 RUGRATS thq 

7 TOMB RAIDER 2 EIDOS 

8 GRAN TURISMO RACING » 

9 NEED FOR SPEED: STAKES 

10 WCW/NWO THUNDER thq 


KONAMI 


SONY 


f RANKED ON UNITS SOLD APRIL 1999 

6 FROGGER -PSX HASBRO 

7 ZELDA: OoT-n64 NINTENDO 

8 GOLDENEYE 887-M NINTENDO 

9 ZELDAIINKS AWAKENING-gbc 

10 CRASH BANDICOOT 2-ps son v 


1 POKEMON BLUE-gb m 

2 POKEMON RED-gb hints 

3 SYPHON FILTER-ps 989 

4 MARIO PARTY-N64 

5 SILENT HILL-ps 


NINTENDO 


KONAMI 






















-japan 

1 POKEMON PINBALL gb 6 WORLD STADIUM 3 ps 

2 DANCE DANCE REV. ps 7 SAGA FRONTIER 2 n64 

3 SUPER ROBOT WAR final ps 8 POCKET MONSTER SNAP gb 

4 BUST A MOVE 2 ps 9 SUPER ROBOT WAR F ps 

5 GLAY COMPLETE WORKS ps 10 DEVIL SUMMONER ps 

*FHOM APRIL 12 ~ APRIL 18 1999 


unitz&d /singc/onn 

1 RIDGE RACER 4 ps 6 RUGRATS ps 

2 FIFA ‘99 n64/ps 7 TOMB RAIDER ps/pc 

3 CHAMPIONSHIP MANAGER pc 8 GRAND THEFT AUTO ps/pc 

4 METAL GEAR SOLID ps 9 S.W.:X-WINGALLIANCE pc 

5 CRASH BANDICOOT 2 sony 10 A BUG’S LIFE ps/pc 

*RANKED ON UNITS SOLD THE MONTH OF APRIL 1999 



*BASED ON GAMES PLAYED THROUGH MAY 18, 1999 


1 NEED FOR SPEED: HS ps 

2 KING OF FIGHTERS R2ngc 

3 MEDIEVIL ps 

4 SUPER MARIO BROS. DX gbc 

5 QUAKE 3 PC&MAC 

6 READY TO RUMBLE oc 

7 GRAN TURISMO ps 

8 RRT4 ps 

9 HOT SHOTS GOLF ps 

10 MOTO RACER 2 ps 


1 R-TYPE DELTA ps 

2 READY 2 RUMBLE dc 

3 LUNAR: SSSC ps 

4 EPISODE ONE: RACER n64 

5 QUAKEII n64 

6 DRIVER ps 

7 SF ZERO 3 ps 

8 RESIDENT EVIL ps 

9 CRASH BANDICOOT ps 

10 MARIO KART 64 n64 


1 SPACE INVADERS 

2 PAC-MAN 

3 GRAN TURISMO 

4 EXCITEBIKE 

5 Y’S 1 & 2 

6 CYBERBALL 

7 W.S. BASEBALL 

8 MUHAMMAD ALI BOXING 

9 SILENT HILL 

10 TREASURES O.T. DEEP 


1 APE ESCAPE ps 

2 TONIC TROUBLE n64 

3 EPISODE ONE: RACER n64 

4 SONIC ADVENTURE oc 

5 Elemental Gimmick Gear dc 

6 DRAKAN pc 

7 EARTHWORM JIM 3D n64 

8 Donkey Kong Country 2 snes 

9 SILHOUETTE MIRAGE ps 

10 LUNAR: SSSC ps 


ARCADE 


ARCADE 


TGCD 


ARCADE 



1 R-TYPE DELTA ps 1 HYDRO THUNDER ARCADE 1 EVERQUEST pc 1 EVERQUEST pc 

2 OMEGA BOOST ps 2 METAL GEAR SOLID ps 2 BUST A MOVE 2 ps 2 POWER STONE dc 

3 EPISODE ONE: RACER h64 3 STREET FIGHTER 2 arcade 3 UNREAL pc 3 SOUL CALIBUR dc 

4 DRIVER ps 4 GOLDENEYE 007 n64 4 OMEGA BOOST ps 4 SPROCKET n64 

5 SEGA RALLY 2 dc 5 S.F. ZERO 2 arcade 5 QUAKE 2 pc 5 SPEED DEVILS dc 

6 POWER STONE dc 6 TUROK 2 n64 6 POWER STONE dc 6 NFL FOOTBALL dc 

7 RIDGE RACER TYPE 4 ps 7 FINAL FANTASY 2 snes 7 STRIDER mame 7 V8-SECOND OFFENSE all 

8 COLIN McRAE RALLY ps 8 FINAL FANTASY VII ps 8 VAMPIRE SAVIOR ss 8 SONIC ADVENTURE dc 

9 SF ZERO 3 ps 9 BARD’S TALE 2 c64 9 REQUIEM pc 9 QUAKE 3 mac&rc 

10 SUPER MARIO BROS 3 nes 10 MIGHT & MAGIC 2 c64 10 POPULOUS 2 pc 10 METAL SLUG F.M. ns pc 
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► If you have any questions, comments, or suggestions for topics you'd 
like to see covered, please email techfront@gamersrepublic.com . 

CONSOLE MODEMS HIT 
THE MAINSTREAM ▼ 


ascribe this to laziness on Sega’s part for not 
having all the right network drivers ready, or 
on the part of developers for not wanting to 
put in the extra effort (and you would proba¬ 
bly be right to some extent), it’s no coinci¬ 
dence that the first four network games 
announced for the Dreamcast are Rally 2, Bal- 
dur’s Gate, Frontier, and Slave Zero: 2 RPGs, a 
racing game, and a 3D action shooter. You 
might note that despite a very strong lineup of 
fighting games, including Virtua Fighter 3, 
Soul Calibur, and Marvel vs. Capcom, not one 
fighting game has been announced as being 
playable via modem. 

This is no coincidence: while regular con¬ 
trollers provide input that is for all practical 
purposes instantaneous, trying to coordinate 
game information over a modem is a much 
trickier business. The most relevant statistic is 
the ‘ping time’, measured as the amount of 
time it takes for a given piece of data to get 
from one computer to another, and for the sec¬ 
ond computer to respond back to the first. 
Ping times are typically measured in millisec¬ 
onds; to give an idea of the kinds of time 
involved, pings across a local high-speed net¬ 
work (like what is typically found in an office 
or college) generally take from 1 to 10 millisec¬ 
onds, pings from one side of the country to the 
other take around 100 milliseconds (assuming 
both are connected directly to the internet via 
high-speed connections), and pings between 


county from one another, it would take several 
frames of action just for one player’s controller 
motion to reach the other player’s console, 
and the timing would likely be thrown off to a 
significant enough extent that the flow would 
be ruined for expert players. Play over the 
modem, and the lag would be several times 
worse. 

Now, clearly this is not going to be a prob¬ 
lem for RPGs and other games that don’t rely 
on high-speed action. It is more of a challenge 
for action-oriented games like Rally 2 or Slave 
Zero, but even in these cases there is a lot 


ega's announcement at the E 3 that the 
Dreamcast will in fact include a 
modem in the United States has ush¬ 


ered in the era of mainstream console net¬ 
work gaming. 


Many console gamers have probably never 
played a game over a modem before, and this 
month we’ll fill you in on what you should and 
shouldn’t expect from modem gaming, and 
why. 

Anyone who plays fighting games under¬ 
stands just how important multiplayer play 
can be to keep a game exciting, even a year or 
more after its release. The competitive edge, 
real human intelligence, and knowledge that 
you’re not facing an opponent who can cheat 
the system (at least in console games; cheat¬ 
ing is a huge problem in PC networked games) 


can keep a gameplay experience fresh almost 
indefinitely. However, you’ll notice very quick¬ 
ly that not all games with multiplayer play will 
also support network play. Although you may 


two computers connected to the internet via 
modem can get into the 1000 millisecond (i.e., 
one second) range. To put this in perspective, 
suppose Sega wanted to make a version of 
Virtua Fighter 3 with modem play. 
VF3 runs at 60 frames per second, 
and as anyone who’s spent much 
time playing it knows, the timing 
matters down to the individual 
frame. Now, if a frame is drawn 60 
times a second, that means that 
there are about 17 milliseconds 
between one frame and the next. 
Completely ignoring everything else 
that has to done during this time, 
this would make it plausible to play 
VF3 over a local high-speed network 
without appreciable lag, but even if 
both consoles had direct, high¬ 
speed connections to the internet, if 
they were trying to play across the 


more flexibility than there would be for a fight¬ 
ing game. In Rally’s case, the reason for this is 
that even though the game moves quickly and 
relies on precise controls, what is most impor¬ 
tant is the car’s interaction with the track, and 
not with opponents’ cars. While it is possible 
that lag might cause some contact between 
cars where there shouldn’t have been (and 
this is where the programming challenge 
comes in), even if this occurs it will only be a 
slight annoyance, and not undermine the 
entire experience. In a fighting game, all that 
matters is the character-character interaction, 
so any lag is a much more serious problem. 
While it’s not inconceivable that a company 
may take a shot at a modem fighting game, 
don’t expect to see any games requiring this 
degree of timing in the near future, or at the 
least don’t expect them to play as well as they 
do in person. 














lee, the Agetec logo. Fighter Maker, Fighter Maker logo, and Agetec Designer Series are trademarks ol Agetec, Inc. Skullomania 
trademarks ol Sonv Computer Entertainment Inc The ratings icon is a trademark of the Interactive Digital Software Association. 



title in the console market. 

-Next Generation 


It's here, Fighter Maker, the total 3D fighting game! Now you can get your hands on everything 
you've ever wanted in a fighting game- one or two player 3D fighting action, an incredible 
arsenal of more than 800 moves, AND professional-quality design tools that let YOU create YOUR 
perfect fighter. Fighter Maker puts you in total control of every frame of animation, movement, 
and camera angle as you design your custom fighter from wireframe to unstoppable fighting 
machine. When you think you're ready, save your creation to a memory card and Kick Ass! 
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juggle combos^ or invent something new 


Test mode fine tunes your 
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Stratton 


nfl 2QQQ has the impact 


ost developers only dream of... 

the art of game design. With the magic of some very 
intelligent use of motion-capture, NFL 2000 showcas¬ 
es the most realistic looking and authentic feeling 
football game on any platform. 

The reason behind the intense onscreen interaction 
is the fact that Visual Concepts took an innovative 
approach at tooling the motion-capture sessions. Not 


D ue to the nature of the E3 show, it is almost 
impossible to spend sufficient time with any 
title— especially when it comes to games such as this. 
Like mice drawn to the irresistible tune of the Pied 
Piper, gamers and developers alike were immediately 
drawn to the incredible shine of NFL 2000. During 
plays, and even more so when the players are walking 
back to the line, this visually stunning game of foot¬ 
ball can easily be mistaken for broadcast television. 
Those lucky (and patient) enough to wait their turn to 
play were treated to a game just as technically deep 
as it is astounding to look at. Fortunately, I was at the 
show an hour early each day and got to undergo an 
intimate and uninterrupted parley with the game; 
these sessions were followed by mid-day fixes as well. 

Visual Concepts, responsible for Madden ’94 and 
’95 for the Genesis, NBA Action ’98 for the Saturn and 
even One for the PlayStation (these guys are not your 
run-of-the-mill developers), know a whole lot about 


animations, the team implemented some very crafty 
two-man motion capturing. This grounds every aspect 
of the game in exceptional realism: different sized 
players will move uniquely and not stretch from their 
real-life abilities. Where games to date have the same 
tackle looped into any contact situation, NFL 2000 
players will react depending on where they are hit. As 
well, when the players collide after the snap, linemen 
will lose or gain ground, and you can immediately see 
the difference of using the new motion-capture tech¬ 
niques. 
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stunnina visuals 


Another technical feat is the eerie adeptness of the Al. The 
computer will read and identify play calls, making split-second 
adjustments. All of the player inclinations are brought to life 
with the use of hours of videotape footage and research. If a 
receiver runs a short route, the man covering him will hurry to 
cut to the inside and then, if the receiver is going out long, run 
to the outside. The defensive back will even know when to turn 
around, get in the way, and tip the ball. The physics of the ball 
are even in the game, as it takes odd bounces and unpre¬ 
dictable spins in every direction. 

Mismanagement of play mechanics is often crippled by a 
staggering FPS. With the unruffled stream of the game’s 6o-fps, 
the smallest nudge on the analog pad will instantly cause a 
reaction; the most realistic motions ever set provide the pace of 
a true football game. Even those accustomed to the brisk nature 
of simple arcade-style football are going to appreciate the 
authentic characteristics equipped for this title. Standing at 70 
percent complete, NFL 2000 controls extremely well, providing 
unparalleled player manipulation. 

The game will support online use, but not in the form of Net¬ 
work play. I know—and believe me, they do too—it would have 
put the extra inch in their foot-long, so expect to see it in next 
year’s update. Guaranteed. But for NFL 2000, the Internet will 
be utilized instead, so players can download new play rosters, 
saves and teams to the VMU. By displaying a basic representa¬ 
tion of the playbook onscreen, the VMU will also allow players 
to choose plays unbeknownst to their opponents, which adds a 
tremendous amount of strategy and surprise to the game. 

NFL 2000 is an essential part of Sega’s return to the console 
market. Having the game on store shelves September 9 will be 
crucial to fulfilling the pledge Sega have made to their allegiant 
following and doubly to those who feel they were pushed to 
break faith. NFL 2000 enjoyed an extremely positive reception 
at E3, and with the anticipated perfecting of the game in its final 
weeks of development, Sega’s vision may finally be restored. 
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cover story 


The First time you see nfl 2000 running on the dreamcast you’ll know why we put a sports game on the 
cover. When bernie said “sega sports is back,” he wasn’t kidding. Although pressed for time, with us 

GOING TO PRESS JUST DAYS AFTER THE MAYHEM OF E3, VISUAL CONCEPTS WAS KIND ENOUGH TO SET ASIDE SOME TIME 
AND ANSWER SOME QUESTIONS ABOUT HOW THIS AMAZING TITLE CAME TO FRUITION... 


nn inTERViEui with... 

GREG TIHOmnS & TRRCV -lOHRSOR 


GR: For the NFL and the NBA games lined up for the Dreamcast, 
what were your inspirations for them? 

GT: The NBA inspiration really is just about not being satisfied with 
what we made in the past with Action ’98. A lot of what we were 
really looking forward to with the Dreamcast Basketball was 
improving the visuals. Then of course as soon as we get into the 
Dreamcast we start realizing there are a lot of things we can do. 
From a Football standpoint the inspiration is huge. We also always 
looked at Sega’s sports line and were impressed by Joe Montana 
and Sports Talk, and it went away, or could have gone away, and we 
knew we had the chance to do it right. So starting from scratch, 
never having done our own Al, we started from the ground up, as 
good as we can, and that is where we are at. 


things with the ball I have never seen before. We even have a Sega 
employee who came in and helped us out in a pinch. 

GT: I would say upwards of sixteen on Football 2000. From a Foot¬ 
ball stand point the key there was getting a lot of the hits. So we 
had a whole stunt team. The other key was getting guys who knew 
how to move like they do in the NFL. The best way to do that is to 
have NFL players. So we had some of the 49ers provide some of 
that stuff. 


GR: In speaking with David Perkinson (Producer of NFL 2000 ) at 
the show, I was told that there was some two-man motion cap¬ 
turing done for the football game. 

GT: Yes, there definitely was. 


GR: Then compared to the Saturn, how has the task of writing 
code for the Dreamcast been? 

GT: We have been with the Dreamcast for a long time, since its 
inception basically. So we have been working on these titles for 
about 18 months. We love the Dreamcast. I think we even proved at 
E3 that hey, this machine is nothing to laugh about; this thing is 
technically really capable and I’ll tell you right now that it is capa¬ 
ble of a lot more than we are able to do at this time. We know that 
there is a lot of growth there and we specifically even know what 
some of that growth is today for next year, but we’ve got to keep 
our focus on getting this one done. It’s a lot better than it has even 
been. [Laughs] The Saturn was multi-processors and down to the 
hardware level only, and trying to get the two processors in synch 
at all times and not knowing.Jt was just crazy. Dreamcast is really 
nice to work on. 


GR: Is that a first in video game development? 

GT: We had done some tests with one-person captures and we 
could not get the results that we wanted. Because we are scaling 
all of these players and getting everything lined up in the game, no 
matter what angle and what animation you are in became a difficult 
problem and just didn’t look good. So you would have guys collid¬ 
ing and one guy bumping into the other, but you couldn’t actually 
wrap around the guy. So we went into the studio and shot two-per¬ 
son tackles and worked our tail end off to get them in the game, 
and we did. It makes a huge difference. We don’t believe that there 
is another game right now out in the market that’s using two-per¬ 
son tackles. 


GR: It is clearly noticeable. 

GT: We were really shooting to have the collisions and tackles to be 
as realistic as we can and I think that so far we have gotten there. 
And there is so much more to go, wait until you see. We’ve got a lot 
of stuff in, but we don’t have it all in and new animations are being 
put in every day. 


GR: What tools were used for the player models? 

GT: We use Alias here for all of our art. We have also written a lot of 
our own tools and a lot of our own Dreamcast viewers and anima¬ 
tion tools. So we have written a lot of it ourselves. With new plat¬ 
forms, tools are always changing around you. New compilers and 
all that stuff are constantly changing with the birth of a new sys¬ 
tem. Those are things we need to deal with the birth of a new sys- 


GR: Speaking of the animations, how many are there or plan to be 
with the final product? 

GT: Well it is basically how many can we fit in RAM. The plan is to 
have anywhere from 1600 to 1750, depending on where we end up 
with RAM. We have some really nice compression in the games and 
it lets us fit a lot in RAM - that’s really important. We did our last 
basketball game for the Saturn (NBA Action ’98), and we had like 
210 in there and that was the most any other Basketball game ever 
had. Madden typically has about 175 or something. We are signifi¬ 
cantly more and that’s why all these tackles and all these ambient 
animations you see is so important. 


GR: How many talents were used for the motion capturing? 

TJ: Eight different people to do our motion capturing for NBA 2000, 
and they ranged from sizes of 5’ 8” to 7’ 1”. We feel that doing so 
allowed us to come up with some very real and authentic motions 
for the different sized players. As far as pro athletes, we have Bo 
Outlaw of the Atlanta Magic and Tony Delk of the Warriors. We also 
have a current Harlem Globetrotter; his name is Roy Berg. One guy 
is a pro-am legend here in Oakland and San Francisco; his name is 
Hook. His adopted name is Wallee Abdur RaHeem, and he can do 


GR: How many polys per player? 

GT: We switch out resolutions depending on where you are to the 
camera for performance. I think the highest football 
. V model is at 1400 polys and our highest basketball 
■HB model is at 2000. 


When you see it moving, then you will fully 
appreciate it. For now, just notice the detail on 
the field and in every comer of the stadium. 

















live broadcast 

everything you see on television is 


in this game 


GR: What about stadium research? It is often the last detail and 
least worried about. 

GT: Oh man. Down to the finest detail! We sent photographers to 
each of the arenas to get the seating charts and what they look 
like, the color of the cushions, basically everything. If you play the 
game you will be able to tell that this is a different stadium, and not 
maybe two stadiums and putting new court floors down. With foot¬ 
ball it was very similar, getting it as accurate as we possibly can - 
even puts geometry and textures behind the stadium in case we 
want to switch to a blimp flyby. 

GR: Finally as far as technical interests go, what’s the status of 
Network play for the games? 

GT: Next year. It will be the big one next year. We didn’t exactly 
know where everything was going to be in time as far as the 
modem and the network and it is a lot of work to actually imple¬ 
ment that into a game. So it will be a big deal for next year. The plan 
is to have Sega more online than offline. 

GR: Okay, then, besides visually, what steps have the teams 
taken to enhance game play? 

GT: Our number one goal has been to keep the games running at a 
constant 60 fps, which is very important. And we have achieved 
that. As we go forward we want to keep that; it is key because that 
is control. You know, you’re moving the joystick, we can read you 
every 16th of a second. Other games are running at 15 to 20 fps and 
that’s why it feels sluggish. What we haven’t seen in other games 
is the receiver, defensive back relationship. For instance, if you call 
a Four Wide Out against a Nickel defense, the DB will come over 
and recognize that there is a four wide out and that he should 
relieve his position to help. Other players will shadow and move 
across their zones as well. I love it while we are in development and 
I find a problem that I don’t like about the game play and I go over 
and talk about it to the engineer and he says, “Okay, let’s go look 
at the tapes and see what really happens,” as opposed to, “Let’s 
fake this out or let’s hack this in or whatever.” The game is all about 
reality. We go through tons of tape and find what the timing is from 
the center snapping to the quarterback, then how fast the QB 
hands it off or how long the ball is in the air, and mimicked it all 
exactly. 

GR: For both games, especially on NBA 2000 , I noticed a very 
active sideline. 

GT: Right. 


GR: Most notable is in the NBA 2000 , team coaches sort of stomp¬ 
ing back and forth the courtside? 

GT: You know, we are hoping to get the license to the coaches next, 
it hasn’t become a done deal yet, but we hope we get it. We will be 
the only ones who actually have the actual coaches, and that’s a 
big deal. Because then the next step is to apply the coach’s ten¬ 
dencies and have them actually make calls and that kind of stuff. 


GR: You weren’t kidding 
when you said that it is 
key to have the game look as 
real as possible. You have definitely 
taken huge steps in creating that feeling. So 
what is the importance of having this game available for the 
system launch? 

GT: From a football standpoint, hugely important. 
Absolutely having the game available on day one shows 
Sega’s commitment to sports. It shows the first system to 
ship with a sports game and sports games are 40 percent 
of the market. So it is really, really important, and we 
won’t miss it. 

GR: If you are going to do it, you don’t want to ship it until 
it is ready. 

GT: Exactly. We feel really confident with both games, but 
we are not going to ship them until they are just right. ' 4 
In fact you should come up to give us some input 
and see what we have done since the show. It was 
amazing. There are always going to be some people, especially 
those on the net, that seem to rip our games apart. We got a lot of 
feedback both good and bad, and those comments are going to 
help us make a better game. That’s also why I am telling you to 
come on up, we want feedback. We are so close to the game it is 
hard to... 

GR: ...stand back and look at it from the outside. 

GT: Exactly. You know I can com¬ 
plete passes constantly. I’m the 
man at completing passes. It’s 
important that others can do it as 
well. 

GR: So is Visual Concepts working 
on any other sports titles? 

GT: No. We have an original game 
as well, that has not been shown 
yet and a fourth title that is in 
development but still very early. We 
don’t want to be known as a sports 
developer, we do want to be known 
as the best sports developer. 


GR: The players in NBA 2000 look uncanny? 

TJ: We went through some extreme measures to get the finest 
details on screen. You will even see the tattoos on player’s arms. 
The pinholes in the jerseys? You will be able to see them as well. 
Any and everything possible to make the game feel completely 
authentic. 


GR: I definitely feel you are going 
to prove that come September. 

GT: I sure hope so. 

TJ: I think people are going to be 
very surprised at what Sega is 
going to pull out with their Basket¬ 
ball and Football titles. And I hope 
the consumers will give Sega 
another chance, because we have 
learned from our mistakes. 


That goes without saying. Thanks 
for your time, and we can’t wait to 
play the final game! 


14:56 

1st ^ 

\ 

31 


** 

* ' 

» 


, ° Ut »cie 


:*'j5 Cq p °st Inside Cornet_ 

I st & 10 Middle Draw G Lead 















J 




Next to the house is the martial 
arts gym where Ryo often trains 
with Masayuki. 


Before his death, Iwao often prac¬ 
ticed his unique style of jujitsu in 
the back garden. 
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henmue^ij 

CHAPTER OI~IE ■■■■■( 

At the TGS, Yu Suzuki announced that Shenmue would be the Hong Kong and China locations not appearing until Chap- 
split into chapters. The first chapter is to be released on ter Two. Your adventure starts in Yokosuka, a small seaside city 
August 5, with chapter two sometime before Christmas. The on the Miura Peninsular in Kanagawa Prefecture and just a 
reason for this is that the game has grown far too large to be short train journey south of Tokyo. As most people will not be 
just one game and he doesn’t want to make everyone wait familiar with Yokosuka and are unaware of what to expect 
until it’s completely finished before he releases it. As it there, we’ve prepared this special introduction to Shenmue 
stands, Chapter One will now be based solely in Japan, with Chapter 1: Yokosuka. 


The long corridor, Ryo’s Bedroom, the drawing room and the toilet are just four of 
the many rooms in the Hazuki home which you are free to explore. 


Ullh ^he Yokosuka ' n Shenmue is set in 1986, so it still 
Ilf/.U accurately portrays the nostalgic atmosphere of the tra¬ 
il'jP ditional Japanese town. This is where Ryo Hazuki was 
I •' raised and where he used to live with his father, Iwao 
Mygi Hazuki, in a large old house in the beautifully wooded 
I suburbs outside the main city area. Although his father 
dies, Ryo continues to live here with Ine Hayata, the 
woman who does all the house cleaning and cooking, 
and Masayuki Fukuhara, one of his father’s martial arts 
apprentices. This is your home base during the game and you 
can return here to eat, sleep, practice martial arts and do var¬ 
ious other activities. Undoubtedly, there will be many clues to 
your father’s mysterious death hidden around the house that 
you must search for. 


One of the most dangerous places in 
all of Yokosuka is certainly going to be 
the harbor area. Here you’ll find some 
pretty sinister-looking dock workers. If 
you’re not prepared for the worst, this 
shady bunch is ready and waiting to 
punch your lights out. Why it’s neces¬ 
sary for you to visit here is not known 
yet, although unlike the friendly town 

_ area, you’ll need 

to fight first and 
ask questions 
later. Painful. 


Both the TGS and Network Jun¬ 
gle II had a QTE Battle demo 
where you could practice fight¬ 
ing the dock workers in the 
warehouse. Since many of 
them are foreigners, you can 
occasionally understand their 
Japanese-English sentences. 


The warehouse is full of boxes 
and barrels that are sent fly¬ 
ing when you smash defeated 
opponents into them. When 


you’re not fighting, you might 
want to examine their con¬ 
tents in case they contain 
something of value. 
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One of your major enemies in Chapter One is Chai, a cun¬ 
ning, brutal and tenacious opponent whose ugly form intimi¬ 
dates all who see him. With his lightning-fast movement he 
can make sport of his rivals, 
and with his long arms he can 
accurately attack his ene¬ 
mies’ vulnerable spots. These 
shots show him ambushing 
Ryo in the Yokosuka game 
center, but he also hangs out 
at the docks. 


Yokosuka should have over 10 hours 
of play time, but with the FREE aspect 
of Shenmue, you could easily spend 
many more hours playing without 
becoming bored. After finishing at 
Yokosuka, you’ll then take a ship and 
head for Hong Kong where all your 
save data from Chapter One will be 
' taken and used in Chapter Two. 


Even on the dockside 
you’re under attack, but 
with the Free Battle 
system you can run 
around all the crates 
and make use of the 
space you have in order 
to fight your opponents 
more effectively. 


Dobuita Street, near 
the U.S. Naval Base in 
Yokosuka, is symbolic 
of the military presence 
here in the city. The 
street has numerous 
bars and clubs that 
cater mainly to U.S. mil¬ 
itary personnel, and 
this explains why there are so many non-Japanese characters in chapter one. During the 
day things may be quiet, but you’ll need to beware of wandering drunks at night. 


There are plenty of shops to visit 
and many people to talk to. 


Visit the arcade and play games 
like Space Harrier or Excite QTE2 . 


Unless it starts to rain, you’ll always see a lot of bikers in Yokosuka. 


Cycling around the many Yokosuka 
streets will save you lots of time. 


Be prepared for the heavy snow 
that comes at the end of January. 


This is only one small part of Yokosuka city. If you leave Dobuita Street 
and head out of town, you’ll find a large residential district with plenty 
of other interesting places to visit as well. Check back to our March and 
May issues for more pictures of Yokosuka. 


The warehouse is only one of the many f \ f 

places around the docks where you are ■X VK - 
free to explore, but as the docks are a long W ^ ?,rr r * 
way from the town center, we recommend I' 

using your motor bike to get there. W : 

Whether you go during the day or night is 

up to you, but if you’re planning on doing J 

anything illegal, you’d be better off going 

at night; you need to be careful because Chai often lurks here in the darkness as well. 
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M < ^0 and kicl<in §’ y°u can employ a wide 
Sf?3f iy ™ y variety of weapons against your ene¬ 

mies: either conventional (pistols, 
N machine guns, or knives) or unconventional (chairs, spears, 

(£7 tt or ^ ow anc ^ arrow ^ ^st about everything you see in the 

1 game can be picked up and thrown. This includes a juke box, 

A -/V M u >”1 vending machine and other not-so-useful weapons such as 

w lErr sushi and potted plants! In addition, by moving close and 

gC.i ill Jaii * w “holding” your opponent, you can execute various special 

g!gj I j attacks, one of which is to arrest the enemy by fastening his 

,-J , jL /H 0 H hands behind his back with a pair of handcuffs! There are 

|Kp jA three characters-Bruno Delinger, Jean Ivy and Eddie Brown- 

**|H y ^ ■■ each of which has his or her own set of special combination 

attacks that can be performed when powered up for extra 

Besides a complete overhaul of the graphics engine to 
raise the level of the visuals up to the Dreamcast’s high stan¬ 
dards, there are brand new opening and closing movies and a special illustration gallery as well. 
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Originally known as Die Hard Arcade overseas (but example, upper deck, mid-ship or ship’s hold). Of 
known as Dynamite Deka in Japan, where Deka means course, in each part of ship there are various rooms 
detective), this game was first released in 1996 on such as a casino, bar, swimming pool, and restau- 


Sega’s ST-V arcade board. The simple but addictive 3D 
action proved to be a big hit and the over-the-top come¬ 
dy excitement, as Mr. Dynamite blasted his way through 
a hi-tech building to rescue the hostages, was good 
enough for Sega to make an arcade sequel using the 
Model 2. 

This time the action takes place on a luxury cruiser 
that has been hijacked by terrorists. You have to work 
your way around the ship, fighting them until you face 
the final boss and rescue the president’s daughter. 
Depending on which mission you do, your approach to 
the liner is different (for example, by boat or by heli¬ 
copter) and this then alters your route through the ship. 

There are four stages and one mini-game in each mis¬ 
sion, which are all on different places of the ship (for 


rant, so there’s plenty of fun in replaying the game. In 
Mission 1, the final stage is on the ship, but in Mis- 






sequel to die nard nrcade qets pumped up pn dreamcast 
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After the success of the Tokyo Highway Battle series 
on the PlayStation, which sold nearly half a million 
copies in japan, Genki have decided to bring back their 
acclaimed driving game for another spin on the roads. 
For those not familiar with Tokyo Highway Battle, the 
game differs from the typical racing game in many 
respects. Instead of the traditional race-course track, 
you have the highways of Tokyo, and your competitors 
aren’t professional drivers but rivals who are out to 
prove who’s the best racer on the streets. 

The streets of Tokyo have over 150 of these rivals 
waiting for your challenge. You can search for them 
yourself or let them find you. The race begins when 
either you overtake them or they overtake you, 
although if you use your rear view mirror carefully you 
can spot them in advance and block them first. Because 
there are no set courses in the game, whether you win 
or lose is decided by the Split Point (SP) parameter. 
When the race starts, you and your rival have a full SP 
bar; however, the car behind continues to lose SP until 
it reaches zero and loses. The farther a car is trailing, 
the faster its SP is reduced. The only way to prevent this 
is to overtake your rival and thus try to force his SP 
down. You can pull out of a race at any time by going 
down a different road, which then results in a draw. 



There are four basic game modes. In Practice, you drive your car on any 
course you wish; VS Battle lets you race against another player in split¬ 
screen mode; and with Quick Race you can race without worrying about 
various options or set up. However, the main mode is Quest Mode, where 
you can build up your car and customize it to suit your tastes. 

Instead of money, you use Credit Points (CP), which are calculated from 
the remaining SP you have when you win a race. With this CP you can pur¬ 
chase new parts or upgrade your car to improve your racing chances. There 
are over 20 types of cars and over 100 car parts, which cost varying 
amounts of CP. In addition, you can change the color of your car by playing 
with an RGB palette or create your own personalized number plate. There 
•are two levels of car tuning, one for beginners and one for car maniacs. The 
easy level carefully explains the effect of the various 
parts and uses a simplified system for tuning your car, 
’ 9 Sgj which corresponds to the stage you’re playing on. The 
advanced level is fairly complex, with detailed tuning 
I ^ parameters that allow you to alter every aspect of your 
...* ^ * gf * car’s performance. 



































intriguing premises to a game on PS, this 

beautifully dark gothic horror BPS strives tn hr ' 


sms, to. break new gmiM 


N ear the sea cliffs of Aberystwyth, Wales, lies the deso¬ 
late Nemeton Monastery whose history is as long as it 
is sinister. In the 9th century it was just a simple lodging for 
traveling pilgrims, but in the 13th century it was rebuilt as a 
large gothic church with library, bell tower and kitchen; it 
even had an execution chamber in the northern building. 
When newer buildings were added these were then all 
enclosed together behind a large outer wall. However, even 
before laws banning the existence of such religious orders 
were created in the 16th century, this monastery had already 
been abandoned and in the 17th century it was instead used 


to imprison and execute prisoners who had committed polit¬ 
ical crimes. Even now, it is said that there are hidden under¬ 
ground jails. Little by little the number the people brought 
here declined and the place eventually fell into ruins. At one 
point a rich family bought the monastery and moved there, 
but they suddenly disappeared without a trace and various 
frightening rumors began to spread about this dark 
dwelling. 

Now it’s the night of Monday, October 31,1898, and three 
new visitors approach: Koldelka Lasant, a 19 year old Welsh 
gypsy girl who’s been cursed with extraordinary powers as a 



Avoid projections, tripping hazards, 
and low-hanging obs tructions. 

Add audible signs to visible signs. 
Hard surfaces aid sound detection. 
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defeat the powerful monsters that you must confront in 
order to solve all the puzzles and unlock the game’s final 
mystery. Just like Resident Evil, all the scenes are pre-ren- 
dered and you have full freedom to move around them at 
will. In each map area there is a variety of set events, but 
depending on your progress through the game and your 
characters’ actions, the event you trigger will change. 

The battle system is still under development, but we 
know it’ll be turn based with some of your characters 
being able to use magic. From what we’ve seen, Koldelka 
will have some psychic attack abilities, although Edward 
likes to use his shotgun. Monsters range from the typical 
gargoyle, skeleton and wolf to some pretty weird crea¬ 
tures. 

Overall, the game’s gothic horror atmosphere has been 
perfectly captured with beautifully designed areas and 
awesome looking CG movies. If the game plays half as well 
as it looks, this will certainly be one of the biggest PlaySta¬ 
tion games of 1999. 


psychic medium; Edward Plunkett, a 20 year old English¬ 
man who abandoned his rich and distinguished family to 
see the world; and James O’Flaherty, a 53 year old Catholic 
priest from Ireland who’s well versed in physics, history 
and the occult. All of them have their own private reason 
for coming to the monastery, but eventually they team up 
to confront the evil that lurks here. 

Koldelka is a gothic horror RPG where your three-man 
party explores a ruined monastery over one cold dark 
night. There are numerous special items and equipment 
lying around to help you get past the deadly traps and 
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A nother E3 has I___ 

come and gone. This one was a snap compared to the swampy Atlanta versions, 
and featured three healthy consoles to boot, along with the usual dose of PC and 
handheld bliss, made all the sweeter by new Voodoo technology, the GameBoy Color and 
its new competition, the NeoGeo Pocket Color. While the consensus on the show floor was 
that no one game stood out as revolutionary, it was unanimous that existing genres were 
looking better than ever, especially with the advent of new technology like the Dream- 
cast, and soon the PlayStation 2 and Nintendo Dolphin (?). The world of video games is 
an extremely healthy one that is ever evolving, striving to provide the end user with the 
absolute best product imaginable. And while every game can’t be an A title, it seems that 
companies are trying harder than ever to produce quality software. As good as this show 
was, I predict that 2ooo’s will be even better, for obvious reasons... 
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Dipping into the import scene, Agetech’s most impressive 
acquisition was the intense shooter R-Type Delta (H-l), a visually exquisite 32-bit update of the pop¬ 
ular 8 -and 16-bit series. The gameplay stands out with its unique use of pods that act as shields 
and jettisoned weapons. • Agetech’s other strong push was Rising Zen (G), a spaghetti-Western- 
inspired action and adventure game from the makers of Cool Boarders. 


v McGrath... Yuji Naka... Shinigaki... jerry Lawler... Ran- 

k dall Cunningham... Jake Lloyd... Goldberg ... Kenji 

^ Eno... and many more celebrities basked in the glory 

A of the second E3 held in 

^ Los Angeles, and we 

stuck GR stickers on all of their 

backs! Hey, they wouldn’t stick 

in Atlanta. No, we didn’t, but it , ^1 

did cross our minds... 
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One of the more interesting games for the Dreamcast was Maken-X 0 , K), a supremely stylized first-person action 
title in which the player, assuming the spirit of a sword, must possess various characters in the game to progress 
through the dark, impressive environments. • Embracing the sunnier side of gaming was the delightful Tail Concerto (L), 
a character-driven 3D platformer that is full of enjoyable play mechanics and endearing style. • Closing in on an American 

release was the promising Japanese RPG 
Thousand Arms (M), which uncharacteristically 
uses anime-style sprites in 3D worlds. 
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cominq on strong... 


Coming off the success of Turok 2, Jeremy 
McGrath, and the good ol’ WWF, Acclaim 
looks set for an even better year end with 
some power titles on the way: Shadow Man 
for the N64 and PC, Machines (D) for PC, Re- 
Volt (E) for the PlaySta¬ 
tion and the big news, 

Trickstyle (A-C), a frig- 
gin’ awesome-lookin’ 
futuristic hoverboard game for the 
Dreamcast. Acclaim also has an exten¬ 
sive sports lineup you’ll want to catch 
in our E3 sports section dead ahead. 

The question is, will Turok rock on the 
Dreamcast? Hmmm. 
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The Quake series has garnered a cult status amongst its players, and 
for Quake III (A) to be anything less than stellar would, of course, be 
unforgivable. It would seem that this third installment in the finest mul¬ 
tiplayer FPS game on the PC continues the fierce tradition. • Quake III 
will no doubt be a huge success, but for RPG gamers, the oppressively 
dark Vampire: The Masquerade (K) is the title to get excited about. Tra¬ 
ditional action RPG elements set in an intriguing world of 3D gloom 
underscore this richly atmospheric quest through medieval Prague. • 
The ambitious use of the Star Trek license is giving Activision three 
shots at cracking the tradition of inept movie-to-game transla¬ 




tions: Star Trek Voyager (F), a 
visually superb FPS title; Star 
Trek Armada (B), the first RTS 
game set in the depths of 
space; and Next Generation, a 
first-person action/adventure. 
• In an inquisitive change of 
hands. Blue Stinger (L) has 
now been bestowed upon Activision. Their other strong Dreamcast title. Vigilante 8, was barely out 
of the pupas stage, as was the PS fighter X-Men (G). • While only on video, the provocative sneak 
peak at Tenchi 2 (C) was more than enough to warrant heavy anticipation. • Toy Story 2 (J) incor¬ 
porates elements from the upcoming film as well as Pixar computer-generated animations. 


................... 

a uuinner for tnn 


OK, so ASC wasn’t at the show. Buggy Fleat—which now 
falls under the label TNN Hardcore Heat—was, and it looked 
amazing. Playing over at the busy Sega arena on too few 
screens, it was one of the hardest games to get a crack at, 
although it’s still not 100% finished. Most notable are the 
game’s physics (deep suspension keeps it real) and unbelievably 
crispy replays in which you can see every detail on the driver’s 
face. We hope to have a previewable version of Heat for the August 
issue. 


...dirts, dirts, dirL 


;ne’s a man, dadLi! IH! 


IDE 

And our favorite part of any E3... 
the girls. Not shown, the Ready 2 
Rumble babes looked too good 
for words, although these hard 
working lassies ain’t too shabby! 
These girls endure all manner of 
carnage at these shows and our 
hats (and undies if need be) go off 
to them. Here’s to you, girls! 
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Bandai’s PlayStation offerings for ’99 are 
shaping up very nicely. Silent Bomber (A) espe¬ 
cially looks and plays extremely well and is the 
closest to completion of the bunch. Don’t under¬ 
estimate Macross VFX 2 (B) though, which will 
no doubt capture the 
PlayStation/anime 
crossover contingent. 

Somewhat of a departure for Bandai, Countdown Vampires (C) is reminiscent of Resi¬ 
dent Evil. The game is still relatively early but looks bloody cool nevertheless. 


Oni, Bungie’s only title showcased at the show, is a third-per¬ 
son action/adventure in which the player employs complex hand- 
to-hand moves and weapons fire to dispose of the hundreds of 
individual foes. Set in gritty, anime-inspired 2032 AD, the game 
has you assuming the role of elite agent Konoko, who is 
attempting to infiltrate a sinister crime syndicate. Oni’s 
3D engine looked nice, with ultra-detailed levels deft¬ 
ly suiting the pseudo-anime artistic style. (D,E) 
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not au evil 


Appearing in video form only. Resident Evil Code: Veronica (H) was pre¬ 
sented as a montage of striking real-time images that displayed Cap- 
corn’s dedication to brooding atmosphere and dynamic cinematic pre¬ 
sentation. In one standout scene, a huge spider crawled across the 
screen in the immediate foreground, showing off Capcom’s keen sense 
of masterfully setting up a scene to toy with the player’s emotions. 
Impressive in their own rights were Resident Evil 3 (G) and the the RE- 

inspired Dino Crisis 


(l,J), with its real-time 
backdrops and awesome 
dinosaurs. The scrutinized 
Strider may have looked a bit 
flat and Alpha 3 (K) on Dreamcast 
was decidedly PS-looking, but for 
the category of new and original, the 
action/adventure of Trombone (L), from the 
makers of MM Legends, showed promise. 


insiDE e 

That big ol’ Q-Bert needs a Gamers’ 
Republic sticker slapped on him... 
L Many a mascot made the show 
L this year. Dedicated men and 
A women willing to either sweat 
^ like a pig on a stick inside a suit 
like the one to the right or show 
some skin and hope the rash doesn’t 
come back. Then again, you could 
just dress as Satan and freak people 
out. 


manL| mascots miued about.. 
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vampire 

























































There were enough racing games on 
display for the Dreamcast to last the 
life of the system, and the most impres¬ 
sive of the crowded bunch was the 
smooth, nicely lit street racing of Tokyo 
Highway Battle (A,B). • Also for the 
Dreamcast was Blades of Vengeance 
(E), an ambitious adventure game in 
which swordplay and magic are the 
focus of the gameplay. • The 






ing RPG for PC. • About the only thing left to say about the per¬ 
petually delayed Daikatana (K) is that it looks good and will be 
done when John Romero says it's done. • Designed by Warren 
Spector of Ultima fame, the crumbling future in Deus Ex (L) 


me.. neLj |eremg .. rayman 


PlayStation will soon be getting the ethe¬ 
real Japanese RPG Jade Cocoon (C), and 
Gex 3 (F) is on the way to N64. • A unique 
combination of real-time strategy and 
first-person shooting marked Battle Zone 
64 (D), in which the player handles the 
firepower of over 30 hovertanks. 
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no mouse here...^ 


One of the standouts at the show for gamers 
who love the old-school of design was Tarzan (G, 
H, I), a beautiful 2.5 D platformer that incorpo¬ 
rates all the classic elements of 2D gaming and 


underpins them with a plush polygonal backdrop 
of jungles teeming with creatures of the wild. 
Hearkening back to the cherished Virgin titles of 
16-bit, Tarzan has certainly caught our eye. 


Inspired by such greats as Chrono Trigger 
and Final Fantasy, the designers of Anachronox 0 ) 
manage to capture the soaring spirit of those console 
RPG classics in their heavily atmospheric and visually excit¬ 


.................. 

more than Lara 
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E3 is famous for its cool freebies. The big 
three always deliver the goods, although 
k this year I must say the pickins were 
L somewhat slim outside of Sony, who 
B furnished cool PS carrying cases 
* packed with a PS pullover and Ape 
Escape toys to all who ventured behind the 
scenes. Sega had a great press kit and Nin¬ 
tendo gave out a cool shoulder bag. Sandra 
from Ubi Soft was kind enough to send us 
home with an Ed of our own. Thanks! 
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is given dark form by the amazing Unreal engine. • Darkness spirals into the depths of 
evil in Soul Reaver (E, F), the Legacy of Kain sequel that is finally starting to take final 
shape. • For all its inadequacies, Fighting Force apparently had enough promising 
aspects under the surface to be culled for the sequel, Fighting Force 2 (C, D). A new, high- 
res engine will house more extensive level interaction, outfit and equipment changes, 
deeper gameplay and enemies that react to critical impact points. 

• So many E3 games leave their mark from visual impact, which is 
why a game like anime-inspired Fear Factor is immediately intrigu¬ 
ing. Its dusky, Blade Runner-like vision of Hong Kong is given cine¬ 
matic texture with backgrounds that are widely animated FMV 
sequences. • Striving to break new grounds on the PC is the equal¬ 
ly atmospheric RPG Revenant (A), which imbues its rich fantasy 
with 3D lighting and 65,000 colors. The gritty Urban Chaos (B) and 
provocative Omikron (G) represented the other key PC titles. 
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the devil return 


EA had a number of strong titles on display, but their standout project was the wickedly atmospheric 
Dungeon Keeper 2 (M), which takes what made the first a success and adds burning 3D. • Road Rash 
2000 (L) continues the gritty bike-brawling tradition, offering a cool 2-player-cooperative side-car mode, 

12 weapons and enhanced physics. 
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Player 1 kj 


Using a ninja and geisha force well into 
the 1000s, epic battles in the heart of 
japan are waged in Shogun (P). • For extreme 
snowmobiling through alpine terrain, Sled Storm 
(N) captures the intense new sport of SnoCross. 

The predictable but engaging action of Tomorrow Never 
Dies (Q) and the dinosaur brawling of War Path (0). 
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With its superb engine and appealing premise, Alien Resurrection (A) was 
the highlight of the Fox lineup. The game features 10 levels of furious 3rd- 
person action, with nine weapon types to utilize and a handful of selectable 
characters from the movie to interact with. Somewhat old news but cool 
nevertheless was the colorful Croc 2 (B), but the prospect of an even better 


version of Die Hard Trilogy in the form of the forthcoming sequel was a bit 
more to our liking. Set in Las Vegas, Die Hard Trilogy 2 (C) continues with 
the same mechanics and three separate engine types as in the first game. 
Continuing with the movie-licensing, Fox also had Planet of the Apes (D), an 
adventure game featuring puzzles along with hand-to-hand combat. 


Being able to sit down in a quiet, air-condi¬ 
tioned room, far detached from the crush¬ 
ing show scene was treat enough, but 
having Unreal Tournament (G) for ^ 
the entertainment was the fin¬ 
ishing touch. Any devoted 
FPS gamer will be thrilled 


play by adding features like in-depth stat tracking, several distinct maps and various team battles. • 
The irascible Duke Nukem is taking his acidic attitude to the N64 in Duke Nukem: Zero Hour (M). • 
GT’s other big console title for ’99 is Driver (L), the destructive driving game punctuated by great 
physics and huge cityscapes. • Critically acclaimed author Robert Jordon’s novels are manifested in 
the promising Wheel of Time 0 ), and 80 alien planets become the battle grounds in Imperium Galac- 
tica 2 (H,l). For 2-player cooperative play, check out the surreal adventures of 40 Winks (E, F), and for 
what could be the pinnacle of multiplayer RTS, Total Annihilation Kingdoms (K) is the one to watch for. 


PlayStation 


e3 special 


There’s nothing worse than an E 3 hangover. The prospect of talking to hundreds of 
i people while baking under hot lights half intoxicated...well, you can’t imagine, 
k Neither can I, because the E 3 was in LA, so I was able to resist the tempting 
^ invites knowing the cozy comfort of home was but an hour away. Of course, most 
A of the staff did peruse the LA night life, taking part in such open bar shindigs as 
the Sony soiree which featured no less than Beck himself, Nintendo which fea¬ 
tured Big Bad Voodoo Daddy, and Eidos, who entertained the swaying masses with 
Everclear. Psygnosis went all out and had their party at Hef’s place! Yikes! There goes 
the G-Police budget! If you ever attend an E 3 , play a little game with your friends and 
see if you can spot the hangovers. A tell-tale sign: sweaty brow. A little tip from uncle 
Storm: drinking messes up your platforming skills. I don’t go near the stuff! 





































































with play mechanics that mimic the original games - a safe bet for 
success. Other indelibles such as Centipede and Pac Man com¬ 
pleted the classics stable. • For a switch into the new, more bizarre 
generation of gaming, Glover (A) represented a unique 3D action 
and adventure with a hand as the protagonist. 


When we beg for a return to the classics, we are primarily refer¬ 
ring to Metroids, Contras and Ghouls N’ Ghosts, but we’re 
g more than willing to open that list up to those early ’80s 
Atari classics. Fitted in polygonal dress, Q-Bert (B), Pong 
(C) and Missile Command (D) are merging a 32-bit sheen 


INKOORAMtS 


Cool Boarders 3 was already displaying huge potential on Dreamcast, 
but it will not be without competition as Supreme Snowboarding (H) tries to 

For the sports experi- 


■ take the simulation of this extreme sport one step higher. 

■ ence on PlayStation, Brasil V-Soccer (J) enters the soccer market by concentrating 
V on unparalleled realism in the players and gameplay, while building the atmosphere 

of the game with lively commentary, music and crowd noise. • Loony Tune characters 
are making their starring debut in 3D action/adventure: Bugs Bunny in Bugs Bunny 
W Lost in Time (E), and Donald Duck in Duck Dodgers (F). • Using a marriage of story and 
f action, Eagle One is an arcade jet combat title in which the player battles over five 
islands in multiple flying modes (G). • Being developed for both PC and Dreamcast, Slave 
Zero (I) is a mech shooter that puts you in crowded city streets for maximum carnage. 
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Continuing on, V-rally 2 (A, B) is set to take the off-road racing world 
by storm across nearly every platform. Having played both the PC and 
Nintendo 64 versions we can safely say that VR 2 will live up to the 
hype. Insider, (C) a stealthy adventure, is early but looks really inter¬ 
esting. As for Outcast (D), here’s a Dreamcast and PC offering that 
holds great promise if Fox can get the frame rate 
to agree with the voxel technology. Taz Express 
(E, F) involves Taz as a postal worker. Why? Beats 
me, but the game (for N64) looks really cool. We 
hope to preview it for you very soon. 


Making our way to the shows concourse area, entering the black- 
draped hollow that was Shiny and Planet Moon, two of the show’s 
best games were being demonstrated by members of their respec¬ 
tive (and respected) teams. I am elated to report first that / jj 

Shiny’s most ambitious game yet, Messiah (I, N), is beginning / A 

to take shape and it is going to be a benchmark title. Shown on kttm 
PC, I pray DP lets it fly on the Dreamcast. I’m sure the PS game /If [ I 
will rock, and I know the PC game does, but I need a controller j [I ■ 
in hand (and not a PC one) when Messiah blesses us later this 
year. Wait ’til you see the intro on this one. • Equally mind 1 11 V 

altering, Planet Moon’s Giants 0,K) is set to I V 
exceed all expectations. Aside from some of 
I the coolest themes you’ve ever imagined, 

I dealing with food supplies, sniping, brut force, 

I and so many other elements you could write a ^ 

I book on them alone, the universe is beyond cool. 

I Titus must be jazzed. They acquired a hefty chunk of 
I Interplay, making the announcement just prior to show 
I time. Another super-company is forming. MDK 2 for DC (G) 
J‘ ust missed being shown. Drag. 
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Nintendo doesn’t build a booth, they cre- 
k ate a mini world. So does Sony, but we 
L got more pictures of Nintendo! This 
year they pulled out all the stops, the 
A Star Wars figures alone, like a full 
sized pod racer caused one to drool 
uncontrollably. Beyond the pod was a walk 
in Star Wars area that was beyond cool. DK, 
Perfect Dark and of course Pokemon were 
represented as well. Too much yellow! 





















































Jateco had their Dreamcast-bound survival 
horror game. Carrier. It was cool to finally see 
the game in action after so many screenshots 
and so much hype. An interesting note here is 
that Carrier relies on fixed cameras, in the 
vein of Blue Stinger, as opposed to a look 
camera (Shenmue) or an L & R rotating cam¬ 
era. Otherwise, it has good carnage, but 
slightly stiff controls. 


Kemco’s promising version of Ion Storm’s (by renowned 
Quake-ologist John Romero) Daikatana, was on display and 
looked very promising. Top Gear Hyper Bike (D, E) was another 
surprise. Although it was early and had some control issues as a 
result, the engine seems healthy, and if Boss Studios is at the 
helm it will likely shape up to be a quality Motocross 
title. Also on display was Top Gear Rally 2 (F, G). 
Fans of the original N64 offering will want to 

fch. keep an eye on this one. The .- 

game promises ail of the 
depth of the original with 
even better handling, 

Wm* and more of the great 

course design that 
mk § made the original 
H, ' such a blast. [ 


Br / / Winback is finally 

w sha P‘ n § U P K ) ? After a 
Zjjr much needed delay, Koei’s 
powerful in-house team 
Omega Force (Destrega) have 
* been busy tweaking away at the 
controls, the collisions, and cameras. 
r This N64 stealth-action title may finally 
be the game it deserves to be, and with new, 
playable multiplayer modes, it’s sure to be 


I more 

I enticing. Koei was also showing Seven Mansions: 
B Uncanny Grimace (H, I). Besides laying claim to the 
B “Show’s Weirdest Name” award, this 3D survival 
|W adventure title offers one real treat that all others in 
W the genre have overlooked: A split screen mode. Yes, it’s 
r like Resident Evil for two players. And although the 
engine seems to be smooth enough, the models still need 
a little work. 
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Sega’s new digs mirrored their new /-^ 

v dreamy attitude, and the place was a zoo 
k from morning ’til night. The Shenmue 
B display was a main attraction, as were 
A the strange antics of Seaman. 

* Wrapped around the top of Sega’s fcy 

curved display, Dreamcast logos danced Vi V* » . -V. | 

the light-fantastic on a cool theatre screen. V 
It was a place of discovery, as all manner of ,;_W 
retailers and press had at the Dreamcast for jsjy 




When Castlevania was first announced on the Dreamcast, rumor 
had it that the game would wisely sit on the foundation of a 2.5D 
presentation. But now that a playable game was finally revealed 
behind closed doors at the show, the true nature of this latest 
installment of the classic series is slowly taking shape - Castleva¬ 
nia Resurrection (A, B, C, D, E, F) is, like it or not, fully 3D. After 
guiding Sonya, the female character lifted from the Gameboy 
Castlevania, through five extremely early levels, we came to the 
conclusion that the wondrous spirit of the series may just be res¬ 
urrected from its death on N64. Visually, the game is already show¬ 
ing imagination in the grim character designs, and the gothic art¬ 
work is beautifully realized by the texture power of the Dreamcast. 
With team members from Castlevania IV working on Resurrection, 
this ambitious and highly anticipated project seems to be in capa¬ 
ble hands. • Konami’s other big Dreamcast title was Airforce Delta 


(L), a flight combat game featuring over 30 aircraft and a host 
of mission-based objectives. • In Metal Gear Solid VR Mis¬ 
sions (G, H), players who can’t get enough of the MGS train¬ 
ing missions can compete in as many as 300 VR scenarios, 
solving puzzles and determining the killer in several murder 
cases. • Old news is still good news - that is, when you’re 
talking import localizations. The exceptional Goemon (I) on 
N64 and mystical Soul of the Samurai (M) on PlaySta¬ 
tion will soon be available for American consump 
tion. Unfortunately, Vandal Hearts 2 was only 
on video, but what we saw looked true to 
the original. What excited us even more 
was the strong presence of Suikoden 
II 0, K), which looked, played and 
sounded as good as ever. / 


especial 


page 40 































































The largest collection of third-party Dreamcast titles just happened to be at the Midway booth, and every one 
smacked of launch stardom. And yes, even Mortal Kombat (L) looked good for what it was - Mortal Kombat. 

Easily Midway’s strongest title and one of the surprise game of the show was Ready 2 Rumble (E, F). This 
arcade-style boxing game was fast and full of energy, looked great, captured a good sense of humor 

■ and played well beyond our expectations - the consummate launch title for the Dreamcast. • If you 
loved Blitz on PlayStation, 
you’ll be forced to | 

upgrade to Dreamcast I 0 f : 

■l this September for the 

B \ arcade-perfect version E 

B of Blitz 2000: pure mul- 

III , tiplayer fun. • While m B|HH 

I I 1 .. I still a bit rough around W 

V i - the edges, Hydro Thun- O 

I y der (G), the DC version 

m' J the w ' ld arcade boat /Z5g£T- -- F sa ^\ F srJ f n ^m^rnrnrn S 

W racing game, was still ^ .4 Ku 

>/ 7 immensely playable, "t]B 'BjB 
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Lego has entered the world of video games with an early 
emphasis on racing and a unique blend of real time strategy. 
While obviously aimed at a younger target demographic, 
Lego games like Lego toys will likely find a broader audi¬ 
ence. Both games look and play very well considering they 


are still in stages of development. If you’re wondering if the 
cars are snapped together a’la the toys, well, of course they 
are! It will be interesting to see how they fare with their first 
two offerings. As soon as we get playables in the office, we’ll 
snap to it! 







































































’5 center stage 


Part of the reason the Dreamcast version of Soul Calibur (A-D) came off as 
such a striking achievement was that it dwarfed its arcade counterpart. More 
than a simple conversion, this game has been specifically designed to take 
advantage of the Dreamcast’s strengths, and it is awash in scintillating light¬ 
ing effects, beautifully choreographed, motion-captured fighters and excep¬ 
tional artistic touches. And it plays like a dream. • Drag¬ 
on Valor (E, F) may be Namco’s first 3D action/adventure 
game, but if initial impressions mean anything, this 
game looks like it was handled with the skill of veterans. 

The mythical inspirations of dragons and magic is an 
immediately appealing part of the game, but the inven¬ 
tive element of multi-generational branching and rich 
play mechanics look to strengthen the game for the 
long term. • You would think that the PlayStation has 
reached its peak, but games like Ace Combat 3 (G, H) 
say otherwise: an incredible engine and multi-missions 
and stories highlight this final chapter in the series. 


inSlfDE E3 c = 

, Here we are at Sony city. After cruising 
L beyond the inflatable Crash, Lara and 
^ Sweet Tooth, you can’t help but 
notice... Monkey’s everywhere! 
Wiesely. Sony is celebrating Ape 
Escape, God’s gift to play mechanics. 
Upstairs, lucky VIP’s (ahem, like us) dine 
on fine finger food and look down on the 
mass of show goers. I wonder if I can hit 
that guy from here? 


ionLi commands e 


The GR platform contingent always makes a beeline for Nintendo, and this year there was as a 
good a reason to do so as there was when Mario made his 3D debut. That, of course, was the one- 
two punch of Donkey Kong 64 (J-M) and jet Force Gemini (next page, A-D). in the ape’s case, it’s all 

definitely very good, as the 


— 


game is riddled with brilliant 
play mechanics and overflow¬ 
ing with personality. This could 
be RARE’s finest hour. Not that Jet 
Force isn’t all that it can be, it’s just 
that to play a game like JFG at a trade 
show, where the game has been divided 
into many small parts and sprinkled over many 
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are fuu or not air (and iat 


...out tneir character 


screens, is next to impossible. Many of the demos started the player in an environment that, without 
having built up to it, he could never fully understand. But the game’s anime-inspired characters 
coupled with the unique shooting mechanics were all one needed to draw the obvious conclu¬ 
sion. August can’t get here soon enough. • In the FPS arena, Perfect Dark (l-L) is, hands 
down, a shocker. Goldeneye fans especially (and that’s about most of the planet) are in for 
a legendary new adventure that contains some of the most inspired N64 environments 
we have ever seen. • On the racing front there is much to celebrate as well. Aside from 
the stellar Star Wars Episode One: Racer (H) which we are thoroughly addicted to, see¬ 
ing Excitebike (previous page, I) in 3D gave us an extremely warm and fuzzy feeling. 
Somehow Left Field and Miyamoto have managed to transfer the feel of the NES clas¬ 
sic into inspired 3D environments. The physics looked amazing too, with fully func¬ 
tional front and rear suspension and what appeared to be (it was running on video) a 
really good camera. • Rounding out the Nintendo stand—which featured enough 
Pokemon’ to make you 


m' m sc i uint at the color y ellow ' or 
r the rest °f y° ur life ancl one 

tjW happenin’ Star Wars area—was 

^ a plethora of quality GBC titles, 
Command & Conquer (E) (I may actu¬ 
ally play an RTS game...nah), Starcraft 
(F) and a great-looking RC racer called Mini 
Racers (G). 


or it! 3 
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We’ve been seeing bits and pieces of 
Drakan (D, E) for months now, and seeing 
this enticing game at the show only deep¬ 
ened our desire to experience the final 
game; the premise of dragons, fantasy 
worlds and role-playing and adventure is 
magically appealing. • Wipeout fans can 
look forward to entering the blister¬ 
ing futuristic racing circuits once ^ 
again in Wipeout 3 (C) 
which features new 


teams, enhanced weapons, music from european DJ Sasha, and a host of other visual and gameplay refine¬ 
ments. • Owing a chunk of its style to Wipeout, the competent Rollcage apparently warrants an immedi- 
0 ate sequel, and Rollcage Extreme (A, B) was already on display. The sequel assembly line is adjusted to 
crank out more tracks, new weapons and tournament events, and plenty of what made the first game . 
tick - manic speed. • A company with only one sequel to show at E3 would feel a little left out, so 
Psygnosis made sure they were part of the crowd and introduced the self-explanatory Destruction 
Derby 3 0 ), which features roof-top arenas and destruction; the action-infused GPolice: Weapons of I 
Justice (F); and Colony Wars: Red Sun (I), which will utilize an ambitious soundtrack played by a pro- I 
fessional orchestra. • For a twist on the tried and true, the multiplayer Tricks ’n’ Treasures (L) infus- I 
W es traditional platforming with a unique trap-setting system, and representing the twisted, Leggit I 
(G) will employ Artificial Incompetence technology. Aimed at a younger audience, Kingsley (H) V 
0 appeared to be the polar opposite to the familiar RTS of Metal Fatigue (K). V* 


Especial 


If you’ve never actually been to one of 
i these things it’s hard to describe, but to 
k actually see the sea of butt-crack- 
laden Union dudes construct this 
A massive city of complex armature and 
brilliant lights is a small miracle. And 
the second the show is over, the forklifts 
roll and they take it down just as quickly. 
But what happens to all of the dazzling dis¬ 
plays? I’m gonna find out! I gotta have one 
of those big monkeys from Ape Escape! 









































































prospect of casting a lure in In-Fisherman Bass Hunter 64 
doesn’t sound electrifying, you’re probably the gamer who 
is more content haphazardly racing WCW and nWo monster 
trucks in Monster Truck Madness 64 (G). • For heated tank 
combat over desert and Martian fields, Wild Metal Country 
(a, b) brings high-energy action to Dreamcast, and on the 
PC side, the WWII backdrop in Hidden & Dangerous (C, D) 
puts an interesting spin on action and strategy. 




All bets are on Grand Theft Auto 2 garnering the high¬ 
est praise of the Rockstar lineup when the game, 
which was shown only on video, is released this 
October. But for gamers looking for a return to 
\ the humorous world of Earthworm jim, his 
J^00 forthcoming inhabitance of the N64 might 
just surprise a few people - EWj 64 (E, F) 
l is coming along rather well. • If the 
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thE cJream lives : 


V Ml i Walking through the Sega booth generated a palpable 
/ / energy. Sure, there were a few too many racing games and 

.£ J far too few 3D action and adventure games, but so many 
quality titles came from so many different sources that no 
HPJjQr ^ untainted video game enthusiast could possibly avoid the per- 
vasive Sega energy. Powering that charge was the obviously 
f spectacular Sonic Adventure (H). Unfortunately, the game had yet 

to receive its promised refinements, but it still remained a dominant 
presence. • For a little something different, the peculiar Pen Pen Trilcelon 
is coming stateside as well as the the unique fighting of Psychic Force 2012 0 ) 
and, of course, one of the finest fighting games on any system, Virtua Fighter 3 tb (I). 
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Sega’s most ambitious (and costly) title to date, Yu Suzuki/AM2’s Shenmue (D, E), was shown in a limited 
capacity, but whether the unorthodox approach to gameplay flies or not, the game can already be hailed 
as an artistic achievement. The U.S. version of Gundam (A, B) was in full effect with giant mech shoot¬ 
er action and giant environments. From’s Frame Gride (C) was totally playable and the fully-cus- ^ 

tomizable mech models looked amazing. It controlled just like an Armored Core game, and that’s 
good. Dynamite Cop (F), sequel to Die Hard Arcade, the Model 2 arcade title, was a perfect 
translation on DC. Just pray that it’s longer than the original. Surprisingly, House of the Dead , 

2 (G) was stripped of its guns and playable only with a controller. Driving games were out L A 
like locusts in the heart of summer, and every title looked solid. After scrutinizing the M 

impressive but far-from-mind-blowing Grand Turismo demo on PS2, it was hard not to view l / ■ 

Tokyo Highway Battle-which appeared to be almost as good looking as Sony’s show | 

weapon—with even more admiration; this game looked incredible, bolstered by extraordi- I I ■ 
nary lighting effects, but control was a little too tight. Metropolis 0 , K, L), another solid rac- 1 i V 

ing title from UK developer Bizarre Creations, demonstrated fantastic camera work, massive \ % 

and rich environments, and cool go-anywhere gameplay. As for the other side of 


racing— 
combat racing—Argonaut’s 
RedDog(H, I) was on hand to 
represent with awesome futur- 
istic 3D environments, cool stick- 
look firing (like Turok), and great * 

frame rates. Swimming through beautiful 
oceans and opulent textures, Ecco the Dol- 
phin (M-P), while unplayable, was encouraging. 
Ecco’s model was incredible. Overall, Sega’s first- 
party titles were some of the show’s best. 
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now involves heated scenarios requir- 

ing massive strategy. One of Sierra’s major titles, Gabriel Knight (E), a 
complex and alluring thriller, continues to impress. The voice 
acting and direction appears to be top notch. Naturally 
one of the most exciting games in their lineup was the 
latest Half Life expansion pack, Team Fortress 2. You’ve 
Iff never witnessed such cool "classic” soldier deployment, 
amazing role-playing team options, and creative and power- 
B§P ful use of the Half Life engine (the Quake 2 engine, remixed). 

HL may soon be a major player in the online FPS battle. 


The PlayStation 2 hype 
machine was already stuck in 
overdrive, Nintendo had 
three Rare gems and the 
beautiful prospect of a 
Dolphin, and all indica- 
• tions point to the finest 
. launch in the history of 
^ gaming for Sega’s reju- 
-■ venating 


Dreamcast, 

/ M and yet Sony’s Playstation still managed to excite. 
m / Credit this to the strength of anticipated sequels- 
W M Grand Turismo 2 (K) looks to add to the masterpiece 

of the ori S inal ; Spyro 2 (L, M) still has endearing 
r* ^ charm; the hallucinatory Urn jamma Lammy (I) carries 
the oddly addicting tone of its Parappa predecessor-and 
^ ' the staying power of luminous characters like Crash Bandicoot 
crossing into new genres-Crash Racing was instant fun-as well 
as classic genres at their best, as with Ape Escape (G), potentially the 
next great character-driven 3D action/platformer. Grandia (J), originally 
an amazing Saturn title, is yet another ambitious PS RPG. Import buyers 
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H are already aware of the graphically intense Omega 

Boost (previous page, N, 0). • One of the biggest 
surprises Sony had was the inventive Tomba 2 (A-D), 
which, like the original, centers its play mechanics 
around task-based scenarios. The engine is fully 
polygonal, but the character is contained within 
restrictive paths, leaving the dynamic camera to 
facilitate the vigorous sense of a fully 3D world. • Of 
course, 2D platformers are on the endangered 
species list, so it becomes even more of a cherish- 

able prospect when a 2.5 D platformer like Tarzan (L) is bestowed upon us. • With boosted frame rate in tow, Tiny Tank’s 

(H) solid game design and sardonic in-game monologues may now equate to a memorable experience. • Giving 

Crash Racing a bit of healthy competition was Speed Freaks, the cartoon racing combat game that boasted 3 ^ 

good track design and complex scenery. So the game looked pretty good, but it’s hard to be impressed 

when you’ve got a playable Gran Turismo (E, F) on PlayStation 2 in the same booth. ^ 


Sitting in the presence of Final Fantasy VIII (M, N, 0) in a large theater with booming music is a 
reminder that video games are indeed an art form, capable of creating the strongest of emotions. This game ^|j 

takes the creation of CG to soaring new heights, and when the real-time scenes flashed across the screen, one ^ 

couldn’t help but wonder what talent like Square will do with PlayStation 2. No matter what your taste in design, 
the exquisitely beautiful Saga Frontier 2 0 , K) couldn’t be ignored with its unprecedented use of hand-drawn art, del- ^ 
icately created to emulate water coloring. As a compelling montage of Parasite Eve 2 images leaped off the theater screen, 
one got the overwhelming feeling that Square will forever be known for the RPGs. Even when Square aren’t playing their 
strong suit, they pick the RPG stable clean: Chocobos are starring in Chocobo Racing (L) and Chocobo Dungeon 2 (P). 
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The one fighting game at the show capable of eclips¬ 
ing the level of captivation evoked by Soul Calibur was 
the evocative Dead or Alive 2 (B, C), its flowing grace a 
striking reminder that video games are set for unimag¬ 
inable heights on the next generation of hardware. 
Because the game was only shown in demo form, we 
can’t comment on what resides below its golden sur¬ 
face, but even with the obvious strain on the Dream- 


CD 
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The label of “arcade action” may not res¬ 
onate with images of originality, but who needs 
groundbreaking game design when you can 
have the delicious hack-and-slash gameplay 
of a game like Knights of Carnage (E, F)? If 
the thought of purging a dusky kingdom of 
» warlocks, werewolves and gargoyles with 
the trusty use of magic and weaponplay 
fails to excite, you might be more privy to 
bludgeoning bikers with pool-cues and 
other blunt objects in Road Rash 64 (M). • 
Now that the first crop of Motocross games 
has jumped onto next-gen systems, it is 


only logical that every company adds to the 
selection; Championship Motocross (K, L) is 
putting the emphasis on meticulous realism to 
separate it from the pack. • Inspired by the 
comic book of the same name. Danger Girl (N) 
will take its three heavily armed female leads 
into the heart of six international hot spots. • 
Nintendo 64 owners will be getting a taste of 
the popular Strike series with the tightly- 
wound Nuclear Strike (G), and for warring in 
the depths of space, Sinistar: Unleashed 0 ) 
attempts to recapture the popularity of the old 
’80s action game. 








—— 


cast hardware—the frame rate struggled to hold the 
massive levels of detail—what we saw bumped our 
enthusiasm for the potential of Dreamcast up yet 
another notch. 

After rumors of a Ninja Gaiden proved false, the only 
title of significant interest left was Monster Rancher 2 
(A, D), which surpasses the original with new mon¬ 
sters, tournaments and improved engine. 
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QeautLj and the beats... ! 
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Aside from acquiring a hunk of one of the industry’s most notable entities. 
Interplay, who themselves displayed some true power titles, Titus had a few 
surprises of their own. These shots unfortunately cannot tell the tale, but Blues 
Bros. 2000 (A, B) for the Nintendo 64 has a very promising 3D engine, and 
despite the loose control, looked extremely promising. The re-tooled 
Superman seemed to draw quite a crowd as well. Titus 
was also the show’s lone home for Xena. The adventure 
title was nowhere in sight but the fighting game, which is 
in early development, was on display. Hercules (C, D) for 
the Nintendo 64, which features well-rounded adventure- 
style gameplay and some RPG elements, was a heavy hit¬ 
ter (oh, how cliche) as well. That helicopter look familiar? 

Yep, it’s Shiny’s Stunt Copter! What started years ago as 
Dave Perry’s answer to quick fix gaming has yet to whirl 
on to store shelves, but I’m tellin* ya\ the physics are 
astonishing. Roadsters ’99 (H) (check the cool Plymouth 
Prowler -1 want one!) is coming soon. 


And then...I found solace. One of our last 
meetings at this year’s show was UbiSoft, home of 
Ed and Ray...man. Making our way to the second floor 
of their titanic display, which played host to many French- 
speaking fellows and ladies as well as the super cool U.S. Ubi 
staff, we parked in a chilly little private room and had an extended 
visit with Tonic Trouble, which is just about done and an A title all the 
way, Speed Devils (N, 0, P) for the Dreamcast (Speed Busters without the cops), 
which has like zero clipping and is a kick to play, and, of course, Rayman 
2 ( next P a S e » A-D), which is going to be an event. Ubi also gave us 
jjrfl|g a crack at Wild Waters (next page, E), a very unique new racing 
UBI game involving kayaks, an invitation for splendid physics. While l| 
ear lY this game exhibits many a unique feature. For one, it’s funner’n * 
Kj|d§| heck to play. Skillfully using your paddles to speed up, slow down, and 
I maneuver while barreling down nicely designed and detailed raging 
I downhill rivers, it feels new in every way. The water effects are looking 
^ fantastic and give the player a sensation I can only compare to the cushy 

.— ---- ride fund in Wave Race. I’m excited about Wild 

Ibj gl ifl Waters. On the Dreamcast front UbiSoft is, of 

a i i !;| course, primed and ready for the big Septem- 

Jgggg|gl ber launch with four titles in the works - the 

spaforementioned Speed Devils, and Rayman 2, 
*S as we ^ as Redline Racing, which will be 
markedly better than the sputtering import, 
and Monaco GP 2 (K), the Dreamcast’s best 
racing simulation thus far, in my opinion. We 
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had to descend downstairs and pour back out onto the hectic 
show floor to play Rayman 2 on the Dreamcast, but it was 
worth it. The Dreamcast does Ubi’s artisans proud. I just hope 
it makes it out close to the other versions; otherwise I’ll have 
caved and played it on the N64 by the time the Dreamcast 
game hits. Rounding out the extensive UbiSoft lineup, Hype the 
Time Quest (previous page, L, M) looks as great for PC as does 
Deep Fighter (previous page, J), their new Submarine game. If 
it’s anywhere near as good as Sub Culture, sign me up! 





J; M Victor and the crew at Working Designs climbed out of the studio (Lunar’s here!) just in time 
to tell us all that Lunar 2 (I, J) may make it out by the end of the year! It would be very, very, cool 
jjjjpr having the sequel while Silver Star Complete is still fresh! Also on display was the treasure from 

**M Treasure Silhouette Mirage (K, L), which has yet to dazzle 2D platformers here in the States. Trust 

me on this one folks, this game is a 2D force with some of the most epic boss encounters you will ever 
see. Also on hand was Detonator Gauntlet (F, G, H), their new 60 mission, 5 ending strategy/RPG. This 
game looks like a winner, especially if the likes of Shining Force brought a grin to your face. Now go play 
Lunar! It may take you ’til the end of the year to complete it! 


989 has more than quality sports games to celebrate, 
namely jet Moto 3 (M, N). Is the third time the charm? 
Well, after playing an early version of Jet, I’d have to say 
it’s very likely. The game has undergone more of a re¬ 
design than it did between 1 and 2 and features some 
truly inspired course design as well as new rides all 
around. The game is also much broader in scope, as the 
courses have really been opened up. Shortcuts and multi¬ 
ple paths abound. We should have an extended hands-on 
preview of jM 3 very soon; just wait till you see all of the 
sponsors. Oh my! 
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Quarantined inside a stronghold of monitors, Acclaim 
displayed updates of all of their seasonal sports titles, along with a fresh entry for the Dreamcast. Titles 
on hand included Quarterback Club 2000 for the DC and N64 (E, F); though the DC version was a disap¬ 
pointment in visual flare and gameplay; the N64 game is the best version yet. With baseball fervor reborn, 
fans should be happy with All-Star Baseball 2000 on the N64 (G). Jeremy Mcgrath Supercross looks to be shap¬ 
ing up into another great DC title. The motorcycle models and physics provide a 

nice feel to the 


game (H). Round¬ 
ing off the lineup is 
WWF Attitude. Fine-tun¬ 
ing last year’s wrestling game, WWF 
Attitude promises to give players 
more of the same. Still a favorite 
among thousands, the game 
now totes a Pay-Per-View 
mode. Crazy stuff (I, J). 


3DO was showing off several upcoming titles, including Army 
Men: Sarge’s Heroes (A), the first Army Men title for the N64 which 
supports both the RAM Pak and Rumble Pack, and will sport multi¬ 
ple playable characters, 14 missions, a host of new weapons and 
effects, and plenty of Army Men action. • Also on tap was 
their newest PC wargame, Gulf War: Operation 
Desert Hammer (B), an arcade-style tank- 
shooter that lets the player go back to 
the Gulf in the year 2001 and finish what we 
started back in the 20th century. • The latest in 
their series of D&D-style role players for PC is 
coming, Might & Magic VII (C). This one boasts 
better graphics, more character classes and 
races, and the freedom to play as good or evil 
and still finish the game. • Crusaders of Might 
& Magic (D) is slated for PlayStation, but it’s 
not just another RPG. In fact, it’s not an RPG at 
all, but a 3D action game with role-playing 
elements. We look forward to spending 
more time with it. 


Anyone who has seen or stepped on a skateboard has heard 
the name Tony Hawk. His abilities on the ramp and more so in 
the air are spoken of as being unreal and theoretically impos¬ 
sible. One of the originators and truly proclaimed innovators of 
modern vert skateboarding has finally found yet another plat¬ 
form to Nosepick. The game isn’t set for release until October, 
so I can only anticipate the possibilities set for the final prod¬ 
uct. Acquiring big-name licenses and following through with 
equal prestige has been a masterstroke of jerky treats with 
software companies. With the collaboration of all parties 
involved, the game should be mad skills. 































































FIFA for the PC is going to knock you on your arse (A). Following the success of last year’s ringleader, Knockout 
Kings is back for another installment on the PS and coming to the N64 (B). Crafted to give the most unique feel 
ever in PC basketball, NBA Live 2000 arrives (C, D). Only a few gorgeous stills are available, but SuperBike 
2000 for the PC is a first for EA (E). Pit crew radio communications and team strategy bring home the For- 
^ mula 1 experience (G). Much more realism has been put into the NASCAR game for PSX; look for new 

high-res car models and enhanced physics, for starters (F). An insane amount of track editing and 
hand-picked cars have been put together in Hot Wheels for the PSX and N64 (i). Much like a base 
runner taking third and heading for home, Triple Play 2000 has cornered the market and taken 
the game to all-star standings (J, K, L). Tiger is back to reshape last year’s bogey into a birdie 
Wk f | (M, N). What a great time to be part of the technologically capable hinterland clique. Now play- 

H P ers can use the ol’ buck shot to 86 timid woodland creatures in Master Big Game Hunter ( 0 ). 

H I I j Men wrestling in tights: these sorts of games sell by the billfold. Those of you into that sort of 
■|| j thing are going to do spinning lariats with the new WCW Mayhem on the way (P). 
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Blades of Steel is a NES classic, and Konami is trying to recapture the nostalgia with a shiny new PS and 
N64 version (C). Still trying to get things right on the hardwood. In the Zone (D) surfaces for 2000 on both 

PS and N64. Major League Soccer (E) should continue 
the tradition of great outdoor action. Being developed 

in Japan, 


Konami 
Rally (F) is a 
great sur¬ 
prise. The 
game push¬ 
es some 
heavy speed, 
great track 
design and seri¬ 
ous eye candy. 




Infogrames has two stand-out sports games headed your way: 
LeMans 24 hours and UEFA Striker. I know, more Soccer. But 
there’s always room for improvement and this one, for PC, 
looked like it was on the right track. Striker (B), has some inter¬ 
esting camera swings, nice depth and juiced play mechanics. 
Speaking of tracks, Lemans 24 hours (A) has 24 hours worth and 
slick car models to boot. Hey, isn’t that the Michelin 
Tire Man? I wonder how many polygons he is? We’ll 
have more info on these and all of Infogrames’ new 
games in the months ahead. 


Nonnmi 


trie tradition continues... 


Sticking their hands in just about any and every profit-making mar¬ 
ket possible, Microsoft is pushing full steam to make the gaming 
scene. NBA Inside Drive 2000 (G) has the look, but does it have the 
touch? Here is NFL Fever 2000 (H) going for the extra point. Lots of 
stats and a unique interface will appeal to simulation fans. PC sports 


games emphasize realism and technical feats. Baseball 2000 (I) 
pushes those attributes to pennant levels. International Football 
2000 0 ) will have a few contenders to outscore. The graphics are not 
groundbreaking, but if the gameplay is there, that will be less of a 
concern. 
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All-Star Tennis (Q) appears to be using last year’s lightweight Tennis Arena engine 
to mold a skilled and more serious game. Formula 1 racing is just that - fast speeds, 
questionable frame rates (R). More Dreamcast action in the form of Monaco GP2 (S) is also 
coming from Ubisoft and should hit home with hard core sim. fans. 

imiwr 


The big ‘N’ have recruited some of the biggest names in the biz to sport licenses for their, 
well, sports games. Ken Griffey’s Slugfest (K) has been tooled to a more major 
league feel. Underneath the dazzling visuals lies a very playable game of 
shag flies. The sneaker pimps of arena ball have come together to join Kobe 
ffl in Kobe Bryant Basketball (L). With a predictable roster update, the game has 
1 gone through a play mechanic overhaul as well. There are still some issues found 
from earlier play tests, but like any game developed and produced by the all mighty 
‘N,’ the game will find its feet. At last Mario has found another golf course through 
his escapades and adventures. Bringing along some friends, Mario Golf 64 
(M) promises everything 8-bit swingers have been dreaming of. An easy 
interface will attract many gamers to this game. 


it's an about seqa sports, baDL| 


The faithful will celebrate and the 
disbelievers will eat their ill-spo¬ 
ken words. The Sega Dreamcast 
and, more importantly, Dream¬ 
cast software is far beyond 
anything available on any for¬ 
mat. NFL 2000 (N) plays 
incredibly smooth and offers 
the deepest game experience 

to date. Get ready for kickoff in September. Coming at you from 
the same developers, NBA 2000 ( 0 ) spoons up every nuance and trick involved on and off the 
court. Everything in the game is animated to represent the most true-to-life basketball game creat¬ 
ed (0). Cleaned up and highly polished, Sega Rally 2 (P) will team up with the 56k modem to keep 
phone lines busy for months on end. Sega has made the needed tweaks for launch. 




































































I is joined by a 
F Rush, Ninten- 
Roadsters ’99, 
and they also 


Especial 


Hot stuff: Surprisingly, the coolest 
handheld game at E3 was Activision’s 
Tarzan (A), slated for release at the 
same time as the movie. The animation 
and control are console-perfect, and it 
looks to be one of the best platformers 
for GBC yet! Also greatly anticipated: 
Capcom’s Resident Evil for GBC (B), just 
to see if they can pull it off. 

Action, platformers, and other stuff: 
Nintendo’s Conker’s Pocket 
Tales (C) is still on track, along 
with Konami’s Spawn (D). 
Earthworm Jim (E) from Crave 
is rough, but not due until Sep¬ 
tember, and they’ve got Godzil¬ 
la: The Series in the works as 
well. Vatical’s upcoming lineup 
includes Spy vs. Spy (F), as 
well as Vigilante 8, Yar’s 
Revenge, and Deer Hunter. 

Adventure: New RPGs are on 
the way for GBC: check out 
Konami’s Survival Kids (G) and 
Azure Dreams (H), and be on 
the lookout for Atlus’ Revela¬ 
tions DS. 
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Racing Action: Konami Rally (I) is 
host of driving games (Midway’s SF 
do’s F-i World Grand Prix, Titus’ 
and Vatical’s Top Gear Pocket), 
showed the Moon-Patrol-like Motocross Mad¬ 
ness 0) - simple but fun. 

Arcade conversions: Capcom gets the prize, 
bringing to the GBC Street Fighter Alpha (K), 1942 
(L), and Ghosts N’ Goblins (M). Honorable men¬ 
tion: Crave’s Asteroids, Midway’s Paperboy and 
Spy Hunter/Moon Patrol, and Namco’s Pac Man & Ms. Pac Man Special Color Editions. 

Sports: They’re on the way big time, with Acclaim’s All Star Baseball (Q) & WWF Attitude (R) and Nintendo’s Ken Griffey Jr. Slugfest 
(S). Konami’s International Track & Field (T) and Blades of Steel (U) are joined by Major League Soccer and NBA In the Zone. For 
more sports action, look for Infogrames’ UEFA Soccer and Take 2’s Alexi Lalas Soccer, and then there’s THQ: FIFA 
2000, Madden NFL 2000, NBA Live 2000, NHL 2000, Tiger Woods PGA Tour 2000, and WWF, all coming soon! 

Extra! Extra! Look for future coverage on Infogrames’ Mission: Impossible, Kemco’s Daikatana, Nintendo’s Bionic 
Commando, Crystalis, and Star Wars Racer, Red Storm’s Rainbow Six, and Take 2’s Space Station: Silicon Valley. 

Tiger’s game.com (N): The unit’s only $30 and has such titles as 
Metal Gear Solid ( 0 ), Castlevania: Symphony of the Night, 

C&C:Red Alert, Duke Nukem 3D, Mortal Kombat Trilogy, and Resi¬ 
dent Evil 2. The catch? It’s greyscale...and $30. Rest assured a full 
evaluation is underway on your behalf. 

NeoGeo Pocket Color: You’ve read our coverage of the Japanese 
version, and it’s finally here in the US! SNK provided GR with King 
of Fighters R2 (P), Crush Roller, and NeoGeo Cup ’98 Soccer, and we 
spent plenty of time at E3 on Metal Slug, Samurai Showdown 2, and 
Pocket Tennis. The screen is awesome, the control is precise, and 
the size is perfect! Look for more raves next month. 
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The developers of Sprocket, Sucker Punch, have been working on this innovative 3D 
platformer for some time now, but it’s still publisher-free and very hush-hush. After the 
demo presentation, hidden deep within a back room in Nintendo’s E3 booth, I can totally 
understand why Sucker Punch aren’t hitting the mainstream with Sprocket just yet: It’s 
easily one of the most playable and innovative mascot-driven N64 platformers to date. 

Sprocket is a little unicycled character with cool abilities. First and foremost is his Trac¬ 
tor Beam. With this beam he can pick up or attach to virtually any object in the environ¬ 
ment. Now, it’s important to mention that absolutely everything in Sprocket has physics. 

If you use your Tractor Beam to throw a box or crate it will realistically bounce off objects 
in the environment. Some plants (that act as platforms), for example, will sway to and fro as Sprocket climbs atop them. If the same plant comes 
into contact with a plant just beside it, that plant will also sway, but again it’s never a pre-set response.; it’s all on the fly, and totally dynamic. 
There will be so much to do in Sprocket. In a Roman-themed level, you need to get past a guard at one point to progress. Unfortunately, Sprock- 

this room there is a very cool puzzle: Several pools of paint are 
scattered about, as well as a pool that cleans off all the paint. 
You need to combine the colors from each pool to paint half of 
Sprocket one color, and half of him another color. The trick to 
this involves matching and mixing colors, then returning to the 
cleansing pool for a dip, but you must carefully dip only half of 
Sprocket into the pool so that his other half retains the Imperi¬ 
al colors. You’ll also climb aboard a weird hovercraft in this 
level. This vehicle is incredibly fun to steer, but it’s also 
equipped with a paint cannon. In a wickedly creative twist, you 
can blast the environment, thus altering the texture colors 
using the paint cannon...from a first-person targeting camera 
no less. And get this: If you stray off course into a nearby sheep 
field, you can blast the poor creatures, changing the color of 
their wool. Paint Blast one red or yellow, and it does a happy 
backflip. Blast one with black paint, and it will flip over onto its 
back and play dead. It’s too funny. 

Needless to say, Sprocket was very impressive. The N64 
needs deep, intelligent creativity in its 3D platformers these 
days, and Sprocket honestly demonstrates some of the most 
creative play mechanics in the genre - right up there with Mario 
and Banjo. It even has a great engine. We’ll be keeping an eye 
on this intriguing little title. ^ 
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In the sequence below, you can see Sprocket's main play-mechanic, the Tractor Beam, come into play Once an object is 'grabbed* using the Beam, you 
may use a targeting icon to direct the path of the throw. Oft-times you'll need to plop objects into specific locations-such as sheep onto thorn walls (!). 
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1. RE Code: Veronica dc 

2. SHENMUE DC 

3. Donkey Kong 64 N64 

4. Rayman 2 DC 

5. Soul Calibur dc 


6. Resident Evil 3 

7. Fear Factor 

8. Crash Racing 

9. Tomba 2 

10. Castlevania 


executive editor 


News flash: Sega of America is back. Nearly every game at the show was good, and more than 
half were exceptional. To walk through the Sega booth without experiencing some sort of 
enthusiasm was indication of the hopelessly jaded critic. How thrilling it is to be a gamer in a 
time when technology is starting to shake the chains that bind developer’s imaginations, freeing 
3D game design to capture ideas in their entirety - not in tattered chunks pieced together from the scraps. 

In some ways I found the ideas fostered at the show as evocative as the games themselves; the mere 
pondering of these revolutionary new systems breeds excitement. But until 2000 rolls around, I’m more 
than willing to continue with games like Donkey Kong 64, Resident Evil 3 and Crash Racing, among others. And for 
all the great games like these continuing through the year, it is important not to forget that a playable Soul Calibur 
and Shenmue—groundbreaking works well beyond what we’ve so readily become accustom to—are on a system 
that has already shown that it’s the real deal in next-generation hardware. The next vital step in the evolution of 
video games has begun. 


1. Soul Calibur 

2. Power Stone 

3. Gran Turismo 2 

4. Shenmue 

5. Sonic Adventure 


dc 6. EverQuest exp. 

dc 7. Gun Beat 

ps 8. Sprocket 


9. Driver 

10. Metal Slug 
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1. Donkey Kong 64 

N64 

6. Messiah 

1 

PC 

2. Sonic Adventure 

DC 

7. Giants 

PC 

3. Tomba 2 

PS 

8. Crash Racing 

PS 

4. Tarzan 

PS 

9. Jet Force Gemini 

N64 

5. Rayman 2 

DC 

10. Excitebike 64 

N64 


This was a great show. Not because of any one game, but because of a collective array of avail¬ 
able software across every genre and the presence of three major hardware manufacturers. 
Besides there being new Dreamcast games (like Castlevania Resurrection, Toy Commander, and 
Red Dog) around every comer, Sony brought an ear-to-ear grin to my face with Ape Escape, Tomba 
2 and Crash Racing, and Nintendo delivered three playable RARE games under one roof and a new Excite- 
bike (by Left Field with a little Miyamoto magic) to boot! Of course, the show had its share of letdowns 
as well. Climax Landers and Elemental Gimmick Gear were both no-shows, and the American-developed 
Castlevania Resurrection for Dreamcast looked gorgeous but was super early, looking more like a mid-2000 release 
than a launch title. I’d also hoped to catch a glimpse of Dragon Quest VII for the PS, thinking Sony would have 
signed up for the localization effort, but the game remains a Japan-only title for the time being. Overall, though, I’m 
excited about the future and quite content that a strong three-console market can and will make gaming in the next 
century a veritable user’s paradise. 
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1. Soul Calibur 

DC 

6. EverQuest exp. 

pc 

2. Power Stone 

DC 

7. Gun Beat 

DC 

3. Gran Turismo 2 

PS 

8. Sprocket 

N64 

4. Shenmue 

DC 

9. Driver 

PC 

5. Sonic Adventure 

DC 

10. Metal Slug 

NGPC 


Sega mastered the show. The DC hype was severe but Sega answered with an amazing 
booth packed with so much playable software. As a long-time Sega fan (thinking of SOA’s 
painful blunders of the past), I can’t believe they pulled it off. Dreamcast was everywhere, on 
everybody’s lips and in everyone’s minds. It seems as though over half of the development com¬ 
munity is working on a DC project. And now they have the window (mid-late 2000 for PS2) that they need¬ 
ed. Looking good! 

I played a bunch of games all over the show. Soul Calibur was killer in every way. I’m buying it ASAP. 
Power Stone is brilliant and I was happy to know that so many U.S. gamers would finally be exposed to it. GT2 will 
be great. It looks good again, and the physics and control are too tight to believe. Shenmue, on the other hand, is 
still a gorgeous enigma. I think I’ll like the gameplay, but I’m not sure! Surprise games like Sprocket made my E3 
better, I was amazed to find Gun Beat, Metal Slug is too cool on NGPC, and word finally leaked reeardine the EO 
expansion pack! A cool transitional show! 
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1. Soul Calibur dc 

2. Quake 3 Arena pc 

3. Unreal Tournament pc 

4. Dungeon Keeper 2 pc 

5 . Tribes 2 pc 


6. Anachronox 

pc 

7 . Star Wars Racer 

N64 

8. Ace Saga 

PC 

9. Peacemaker 

PC 

10. Impact of Power 

PC 


I came to E3 to play Soul Calibur for DC for the first time. Everything else was sec¬ 
ondary. Soul Consumer, er Calibur, held the E3 denizens enraptured in glee for all of 
E3 ’s three wonderful days. Next 1 could be found gawking like a redneck in headlights 
at the new level of Quake 3 Arena, then i was getting neck-cramps while fixated on Unreal Tour¬ 
nament. The true showstoppers were the conversations I had with John Romero and Scott 

Youngblood about 
Daikatana and Tribes 
2, respectively. Both 
men were forthcoming 
and their games look 
awesome. 


1. Ready to Rumble 

DC 

6. NBA 2000 DC 

2. NFL 2000 

DC 

7 . T Hawk’s Pro Skaterps 

3. Gran Turismo 2 

PS 

8. Tokyo Highway Battle dc 

4. NHL 2000 

PC 

9. NBA Live 2000 pc 

5 . Mario Golf 

bJ_ 

N64 

10. Crash Racing ps 


_ t _ The show had to be one of the most diverse in years. It was tough walking away 
^om Sega’s booth to look at games on other platforms. The visual virtue of the 
Dreamcast is backed by very obviously strong software support. Sony constructed 
a booth that was about the size of a small midwestern town. Nintendo showcased a 1:1 scale 
model of a pod racer from Episode 1; even more impressive were the stunning surplus of 

games. EA had a 
great booth and 
comfortable sports 
bar. At the end of 
each day, I could not 
wait until the next 


morning 



mysteriously 
or were they* 


isappeare 


souls were 


Echo Night takes you on an exciting supernatural adventure to past 
times and distant places. Along the way you will encounter unusual 
characters, visit past eras, and talk with the dead. Be warned, this 
adventure is not without peril, there are devious mini-games and puzzles 
you must survive before you can learn the secrets of the dead and the 
ancient talisman stones. y y 


Coming in July 


© 1997.1998 From Software. Inc. All rights reserved. Agetec. the Agetec logo, Echo Night, and the Echo Night logo are trademarks of 
Agetec, Inc. All other brand and product names are trademarks or registered trademarks of their respective owners. PlayStation and 
the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the 
Interactive Digital Software Association. 
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playstation preview 


DRIVER 

Insane car physics and massive streaming citv environments... 

Run from cops committing vehicular mayhem on painfully realistic streets! 


03V miME GP/FF/n 


G ood driving games come in many forms, 
under many guises, showing off all sorts of 
unique bells and whistles. Sometimes it’s 
great A.I. It’s always thrilling when vicious 
CPU cars outmaneuver you, smash into 
you at precisely the right moment, or fal¬ 
ter realistically during a critical situation. 
Oft-times it’s the shape and design of the 
roadway and its surroundings that does 
the trick, dwarfing you within its precise, 
interesting confines. Your vehicle against all 
of theirs, your wheeled menace against the 
environment and all of its many challenges. 

GT Interactive’s Driver is loaded with these 

One of the most exhilarating challenges in Driver is the the night missions. With the decreased visi¬ 
bility and increased risk, the adrenaline flows non-stop! Check out the cool nighttime lighting effects! 


bells and whistles and many more, complimented by 
fantastic controls and a great physics model. The A.I 
is tweaked just right so far, and the design of the 
missions and accompanying levels is rock-solid and 
totally satisfying. I love vehicular combat games 
(I’ve played V8 and Carmageddon 2 more than Ridge 
Racer 4), and I love alternative-driving games like 
Crazy Taxi. Now I’m starting to seriously enjoy Driver. 
It’s sort of Grand Theft Auto in 3D, but infinitely cool¬ 
er to control. 

Driver is being developed by Reflections, well 
known for their alternative-driving prowess. The 
theme of the game is all late ’7os/early ’80s. The 
hefty rides you’ll be driving resemble old Monte 
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Here's a smattering of Driver’s mad driving demands. (Top left) This is the coolest mission 
I’ve played so far: A mob gopher decides to take his sweet time paying back a little debt. 
Now you pick him up in a taxi and scare the #@*& out of him...and you get paid for it! 


Carlo-types, Grand Marquis-like boats, souped-up Charg¬ 
ers, and so on. These are classic war machines rumbling 
with the power of massive V8s and 405 powerhouses. You 
are the hired driver. From your shady apartment/motel 
base of operations you’ll receive messages on your 
answering machine from various criminal factions within 
the city. This city could be San Francisco, Miami, or even 
New York, and each is modeled in an amazingly large 
scale, almost precisely like the real-life counterpart. So 
huge, in fact, are these amazing maps, that the game 
must load huge chunks at once seamlessly and on-the-fly 
in order to approximate the actual breadth of the real- 
world environment. The smooth talking ’zos-style bad 
guys have big plans for you in these seething metropoli¬ 
tan masses. 

This game has so much going for it. Sometimes I think 
I’m enjoying the missions more than anything else, 
though. It’s so movie-like and surreal: I’m being told to 
transport a trunk full of shotguns across town by some 
shady mob guy. Or maybe I’m offered big bucks for driving 
the crooks away from a bank heist. Sometimes I need to 
taxi wanted criminals to their safehouses on the outskirts of town. 
Speaking of which, one of my favorite missions has you picking up 
a lackey (owes the mob too much cash) in a stolen Taxicab to drive 
some fear into him. During this mission there’s a “Freak” meter in 
the top right corner of the screen which monitors how well you’re 
scaring the poor bastard. In other missions you’ll have to chase 
monorails, trash cars, or drive expensive stolen cars from one end 
of town to the other without a scratch. 

All the while, cops are out in full force around every corner. You 
have a “Felony” meter that reflects how many laws you’ve broken 
while driving, and if it’s too high the flatfoots are more likely to wail 
the sirens and glue to your ass. If you’re driving well and you spot 
a cop on the map you can even slow down, wait for green lights, or 
stop at cross streets, and they won’t bother you. Yes...but it’s the 
chase that sets this game apart from all others in the category. 
Once you have a couple of cruisers stuck to you like pigs on a spit, 
it’s the most thrilling, high speed, and undeniably movie-like chase 
experience I’ve had the pleasure to play in sometime. It’s nothing 
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at all like Need for Speed’s Hot Pursuit mode or Test 
Drive’s cop chase...this feels like the real deal. Screaming 
around wild corners, through realistic late-day traffic, 
down cluttered alleyways, through multi-level parking 
structures, crashing bodywork as you fly over cross-traffic 
on San Fran’s classic hilly streets. And there’s always 
another way to go, like a real city, to reach your goal and 
ditch the cops. And thanks to spot-on controls and the 
awesome physics, they’ve wholesomely captured the 
essence of the car chase. 

Driver is coming along very nicely. Ultimately, the game 
deserves better hardware (an accelerated PC version is on 
the way-yes!), but it manages to coax the PS into provid¬ 
ing rigorous streaming, 30 fps rendering of large environ¬ 
ments, great sound, and excellent subtle details (like 
trailing light effects at night). Most important, though, is 
the rock-solid gameplay and wickedly fun mission and 
level design. I can’t wait to play the final. ^2 




































Hard-core action shooter fans have reason to celebrate... 

these, soldiers, am aimi amL dengerm aM heeded te the PCI 


H ow long has it been since you embraced a purebred 
action shooter? Was it the crazed antics of Loaded (oh 
Momma!), the explosive Mercs, or maybe as far back as Ikari 
Warriors or Commando on the NES? Every great console 
needs one, and the Dreamcast is getting its first sooner rather 
than later. Rage’s second DC offering after Incoming, Expend¬ 
able takes the tried-and-true action-shooter formula and 
turns the action and interaction levels up beyond frantic. Not 
only is this game drop-dead gorgeous, but it plays extremely 
well, with its unique blend of dodging, strafing, sniping and 
attacking. Expendables are 
pure killing machines, and you 
get to control a whole squad of 
’em! Dropped into infested 
zones from the mothership, 
these space marines are bent 


only: mass destruction. If it moves, they’ll kill it. Hell, even if it 
doesn’t they’ll blow it up anyway, just to watch the fireworks. 

During the game all manner of hell breaks loose. In the first 
level, a massive vehicle flips out of control, stopping just at 
your feet, taking with it a huge powerline that ultimately top¬ 
ples and blows the entire mess to smithereens. There are 
places to hide, objects to explode revealing assorted items, 
and the military/techno music throbs away for maximum 
immersion; this game is a serious kick in the pants. The 3D- 
spatialised sound really hits home and the explosions have to 
be seen to be believed. These shots were extracted from our 
PC demo, so expect the Dreamcast version, with its superior 
texture capabilities, to look even better. We’ll have more on 
Rage’s Expendable as Dreamcast info begins to emerge. It 
played great at E3! f 
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Not Gran Turismo 


Not NASCAR ® revolution '99. 


Nothing Could Prepare You For This. 


INFOGRAMES 


<§> 1999 Infogrames Multimedia. Ai! rights reserved. Developed by Eutechnyx™ Limited. ” J&," and PlayStation are registered trademarks of Sony Computer Entertainment Inc. All other trademarks and registered trademarks are property of their respective owners. 
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GRIVERS' REPUBLIC 

REUIEUIS 


T his is the last month I'll have to write in this silly little box. 

I can’t for the life of me even understand why we felt the need 
to say anything here besides “here’s this month’s scores!” in the 
first place. Oh well, 
like I said, this is the 
last time. Bye, 


CHIDES REVIEWED 
THIS ISSUE 


1. Games marked in GREEN are highly 
recommended for your gaming 
collection. 

2. Games marked in should be avoided 
completely. 


[Subject to the reviewer’s personal prefer¬ 
ences , it can be generally accepted that any 
game scoring a B or higher is a great way 
to spend your day. Games scoring a low D 
or F should be microwaved for three sec¬ 
onds and returned.] 


Games in this bracket are the best of the best. They feature 
the highest quality visual presentation, and are excellent in both initial 
and long term playability. The very best video game of its type, worthy 
of every gamer’s undivided attention. Example: Silent Hill 


Excellent, solid, and highly playable pieces of software, 
although they lack minor polish to become truly outstanding. Slight 
frame rate problems, a marginally disappointing ending or any number 
of small quirks may take an otherwise exalted release down a notch. 
Example: R-Type Delta 


Games in this bracket are generally very good, but may have 
one or more flaws. A game receiving a B- may be a great game that’s 
just too short or has irritating music, while a C may have these same 
problems plus a couple more. Very good to average entertainment. 
Example: Hybrid Heaven 


Games in this bracket require serious help in two or more 
areas. Perhaps the control responds horribly and the characters ani¬ 
mate poorly. Although a game of this caliber may have had a great ini¬ 
tial concept, it was never fully realized in the final stages of design. 
Example: Cotton 


Very rarely will you come across a game of this lack of quality. 


Domestic Reviews 
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Bust A Move 
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A complete dearth of vision, a determination to remove any semblance of 


gameplay or fun, and particular attention made to use none of the most 


rudimentary of the system’s proprietary tools. Example: Turok 2 GBC 
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developer tri-ace • publisher konami 


available now 
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a VERV ERSV TO PICK UP RflD URDCRS TRRD 

F/BHT SCOUCRCCS RRE REPETITIOUS RRO PRUSRIC 


ELCP1ERTRRV PUZZLE SOLVIRE 
URimRGIRRTIVE CHRRRCTER OESIER 


I decided not to write this review until after completely going through 
the game. I stuck to that intention, though there were many times 
when I would wonder to myself, Why? The premise is interesting, and 
only because I wanted to see the story develop did I continue through to 
the distressing end. Segments of the game are interrupted by some styl¬ 
ish cinematic cut sequences, which move the story at a pace that helps 
you feel you are making progress. Without these, I was not sure if I was 
heading in the right direction. 

The main character, though a bit stiff, controls well and responds on 
cue. Unfortunately, the camera logic causes the player to take breaks 
during the flow of action, forcing quick adjustments to see the sur¬ 
rounding area. The environments are refined and vast, but they are also 
very simple in terms of architecture. Many of the rooms are nothing more 
than cleverly mapped shoe boxes, although there is seldom a feeling of 
“Have I been here?” as the textures constantly evolve. Story-driven char¬ 
acters each have a recognizable look, while frequently engaged enemies 

lack any personality. 
The Al for these ene¬ 
mies is just as unpol¬ 
ished, with pre¬ 
dictable patterns and 
vulnerabilities that 
are easy to identify 
and do not ever 
change even late into 
the game. 


As for the fight engine, it has a turn-based influence. An attack meter 
raises while moving into or away from the enemy's position. Different 
sets of commands are available, depending on whether you’re initiating 
or averting an attack. At the start there is a core set of attacks available. 
New moves are not achieved through leveling up, but by being thrashed 
by an enemy using the new attack. As well, each and every attack avail¬ 
able has its own attack power; the more an attack is used, the more 
damage it will inflict. 

This is where the fights quickly become monotonous and uninspiring. 
Instead of stringing together elaborate combos and experimenting with 
newly obtained attacks, it is much more efficient to power up a collec¬ 
tion of four to six moves. This simple strategy is effective on every battle 
situation, taking away any sort of depth during a fight, from the first 
encounter to the final boss. These fights are equal to about 70 percent 
of the game play. The other 30 percent lies in collecting a museum of 
rarely used (or needed) items and locating terminals that update a key 
card used to unlock continuing paths. 

Include with these shortcomings over-the-counter sound effects and 
a suitable but not memorable soundtrack - possibly a more ambient 
approach would have fared better. There is a 2-player mode as well, but 
the crawling pace of turned-based battle becomes fatiguing when the 
premise has you pounding the daylights out of the other person. With 
about six more months allotted for development, this title could have 
broken out of the normality it is plagued with. The game truly benches 
on the line of middle of the road. Not worthy of a purchase, Hybrid Heav¬ 
en will probably find itself as a houseguest through a rental. 


I SEE THE LIGHT, BUT AT THE END OF THE TUNNEL I FEEL THE SAME AND FALSELY INFORMED. 




■ Save this one for a weekend rental. 
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control your destiny in full 
3-dimensional space! 

Works With: 

-All 3d and 
Virtual Realm Games 
-1 st Person Shooters 
-Flight Simulators 


For Ordering Information: 

1 - 388 - 330-7525 
www.sgrl.Gom 





















playstation review 


page 68 


developer gamearts • publisher working designs • available now |<s®s> 
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T he evolution of the RPG has been littered with 
twists and turns, as designers throughout the 
years have attempted with each new project to 
improve or re-invent any number of proven elements. 
Outer territory maps, fighting engines, village and 
town architecture, commerce systems, leveling up, and all walks of intermissions 
have been worked and re-worked. Graphically, companies have wrestled with sprites 
and polygons, CG, and FMV in an effort to engulf the end user in new and better 
ways. Surprisingly, among the hordes of traditional RPGs (excluding strategy and 
action-based RPGs) that have been created, only a few stand out as truly memorable 
experiences - a testament to the dedication it takes to tug on the heart strings while 
pleasing the gamer in all of us. 

Few have done it better than the original Sega CD version of Lunar: the Silver Star. 
Five key elements came together perfectly over a development period that seemed 
to last forever: detailed hand-drawn graphics, a brilliant original fighting engine, 
anime-styled cinemas, an epic story, and music that literally took you away. Now, 


Above, Alex's party finds a drunken Kyle locked up for safe¬ 
keeping in the Nanza jail. You can see Alex's reflection in the 

snot bubble! Lunar is jammed with classic anime scenarios. 
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American RPG fans are in for an epic adventure... 

Working Designs sparntl m expense 

years later, during the first stages of polygonal dominance, the game is returning, fully real¬ 
ized. Gamearts have taken the time to expand on every aspect of their original vision, and 
Working Designs have added even more to the U.S. version, by far their most exhaustive 
localization yet. Lunar: Silver Star Story Complete has been reinvented to such an extent 
that those with faded memories of the Sega CD game will barely recognize it and first-time 
Lunar players will revel in its deep plot and insane amount of thought-provoking gameplay. 

If you’ve grown accustomed to the recent RPG formula in which, by leveling up high enough 
and stowing enough healing herbs and MP, you can cruise through and watch the story 
unfold, well, forget it. As it was, and should always be, no matter what your level in Lunar: 

SSSC, a lot of thought must go into each and every scenario in the game. At no time will the 
enemies, or especially the bosses, let you easily pass. You are almost always in danger of either 

dying or running out of supplies; the balance in 
the game is uncanny. The amount of supplies 
Nall (Alex’ pet, a floating cat-like creature who’s 
the brunt of many a joke) can carry is limited 
and each party member is restricted to a very 
small number of herbs or replenishing objects. 

During battle, Nall’s rather expansive inventory 
cannot be accessed, so you need to be outfitted 
correctly at all times. Lunar’s stubborn bosses 
are another story. The higher your level, the 
higher their resistance, so forget about leveling 
up and cutting right through them; Al won’t 

save you either. Strategic inventory management, healing, spell casting, and technique are all 
required each and every time you encounter one of these behemoths. 
Not since FF III have I been so challenged in the boss fighting arena. 
Battles aside, Lunar is to hand-drawn RPGs what Castlevania SOTN was 
to hand-drawn 2D. The reworked visuals are exceptional, with animated 
backgrounds and detailed architecture in and around every city and 
town, not to mention the hours of gorgeous cinemas. In one pivotal 
scene aboard a massive sea-going vessel, Luna serenades the stars in a 
stunning visual array incorporating rendered and hand-drawn elements. 
It’s the sort of moment RPG players live for. continued on page 111 
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/ LIKE THE OR/G/RHL S PlUStC BETTER 


BERUTIFUL HRRO-DRRLJR VIS URLS RRD RRIP1E EIRE TORS 
OLD SCHOOL RPG GRPIEPLRV. ROT R LJHLK- THROUGH! 


Working Designs have rolled out the red carpet for Gamearts’ fully realized 
C l=(CjNI t£j [ ^§Lrf £ version of Lunar with stunning results. A must-own RPG. 
































































The PC multiplayer phenom undergoes a redesign for the console market... 

And the result lives up to the Quake standard of exnnllnnnn 



QURI-iEII 

" ev BFimiDV f=IECHTEn* 


Q uake 11 on Nintendo 64 is, of course, the console version of the PC first- 
person-shooter classic that has become a hopeless addiction for count¬ 
less gamers. But where Quake II on the PC will forever be remembered for its 
indomitable multiplayer aspect, this formidable Nintendo 64 conversion 
plays its strong suit as a single-player experience. 

One does not play Quake 2 N64 hoping for a new perspective on the 
durable FPS formula. This game works because it takes a ingeniously basic, 
well-established idea and uses it to great effect. The newly designed levels 
offer mission-based objec¬ 
tives, such as destroying 
reactors, disengaging grav¬ 
ity mechanisms and activating trans¬ 
ports, but the thrust of the gameplay 
ultimately comes down to navigating a 
maze of rooms and corridors in search 
of an exit - the epitome of kinetic find- 
the-key-and-open-the-door gameplay. 

Of course, like in the original Quake, 
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Doom and the slew of other FPS titles of the same lin¬ 
eage, before an exit can be located, every monster that 
stands in the way must be gruesomely dismembered - in 
this case with a double-barreled shot gun, rocket launch¬ 
er, or other vintage Quake weapon. The enemies, while in 
need of a boost of animations and polygons, crumple to ' 
their deaths satisfyingly, and their aggressive nature (the 

last-ditch weapon discharge as an enemy collapses is a nice touch) always keeps the game’s 
energy level cranked up. 

Running into a room and unloading an entire supply of ammunition is not an uncommon tactic 
in Quake II —manic action is all part of the ride—but careful and deliberate use of splash damage, hiding 
behind obstructions and carefully launching a grenade, can be a precision affair. Be prepared to take this 
precision to the next level as you initially struggle with the analog aiming system, which requires a sur¬ 
geon’s touch for accuracy. 

Quake II N64 has distilled the essence of PC Quake surprisingly well, and its appealing visual sense 
remains a key element, adding an ominous texture that enriches the experience. Id have always shared 
their penchant for the macabre in their games, and while religious imagery is absent in Quake II, restraint 
has certainly not been abandoned: soldiers cry out in agony as they knock their heads against walls; bod¬ 
ies fall through chutes into the teeth of giant grinders, their remains piped into a nearby pit. It’s what you 
come to expect in a devilishly entertaining game of Quake. 


L/CUlll 11IU LLI Ul C UUViUUOiy u 11 Li L/C. pull IHC yuimc IVM iri/n i iv //mi 

chase Quake II for its multiplayer aspects alone, but the inclusion of cool new arenas where you can team up, capture the flag, or just compete 
in an all-out frag fest is definitely a check in the plus column. But brace yourself for a destructively low frame rate in four-player competition. 
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■ BOOR DERTH-PLRVER PIRTCHES 

SHORT LEVELS: DIFFICULT RiminB: FRRP1E RRTE DROPS 


This respectable conversion of the PC stalwart is visually impressive, plays 

WELL, FOSTERS A SUPREME SENSE OF DOOM, AND PULLS OFF GOOD DEATH MATCH PLAY. 
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developer irem • publisher agetec • available now 








Y ou’re looking at what I’m going to call the 
best side-scrolling shooter yet made for 
Sony’s PlayStation. Irem’s R-Type Delta shows no 
signs of teething pains as the series boldly 
enters the polygonal world with stunning results. 
The game’s powerful combination of accom¬ 
plished imagery and supremely enjoyable game- 
play make for the best shooter experience I’ve 
had since Treasure’s brilliant, over-head Radiant 
Silvergun. And while Delta doesn’t quite reach 
the stratospheric heights of that particular game, 
it easily trounces G-Darius and even Square’s 
great Einhander in the world of 2.5D side¬ 
scrolling shooters. 

Part of the game’s brilliance is that even with 
all the modern trimmings, it still feels like R-Type. 
There’s the same rock-hard difficulty and highly 
pattern-oriented shooting action that has always 
been the series’ calling card. It’s not so much a 
fast bullet dodger, but rather a methodical and 


deliberate style of game that rewards on many 
different levels. 

The initial reward is the most obvious and 
apparent: the highly developed visuals. As the 
first R-Type to be constructed entirely of poly¬ 
gons, it’s a wonder how Irem have been able to 
extract such a high level of graphics from the 
PlayStation. The frame rate often reaches 60 and 
everything in the game is very well constructed, 
from the models of your ship and enemies to the 
detailed and imaginative backdrops. There’s a bit 
of a low-res look to some of the background tex¬ 
tures, but it’s all very solid and smooth, leaving a 
glowing overall impression. Befitting its heritage, 
the game has a great, chunky look to it, while still 
retaining a refined appearance. 

This appealing chunkiness carries over to the 
feel of the game as well. The control is meaty and 
there is ample “explosion satisfaction.” By that, I 
mean that the simple feeling of destroying ene- 




BV mil-JE HOBBS 


The graphical flourish of R-Type Delta is not to be 
scoffed at. In the lower right shot, we see a famil¬ 
iar face from the original R-Type rendered in 3D. 
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My personal favorite. The Ri3’s pod is 
attached to your ship by a lethal tether, taking 
out enemies as you manipulate the string. 
Also, the pod will lock onto enemies, making 
it the most effective boss killer around. Just 
fling the pod into a 
boss ’ weak spot and it 
does huge damage. 


RX 


This is the classic R-Type ship, and fans will 
recognize all the weapons here. Making i 
return is the reflective laser, the rings 
death, and the wall crawling blasts. The 
pod works as before, firing multiple 
shots when off of your ship and hangs 
in space parallel to you. The easiest ship t 
use with the most powerful weapons. 


The RX's pod, when jettisoned, will 
float around, handily targeting 
nearby enemies. When the pod is 
attached to your ship, you can 
manipulate the beams of whatever 
weapon you*re using by moving 
forward or back. For instance, the 
yellow power up gives you two 
lethal whips that flail around 
your ship, and the red power 
up gives you a beam 
that can be highly 
concentrated or 
spread into a wide band as you 
move backward and forward. 
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Even with all the modern trimmings, it still feels like an R-Type... 

Ma easily, tnuum. S-Darius anl em Einhander 


mies is very satisfying. This has to do with the 
speed of the explosion animation and the sound 
effects, and any good shooter needs to get this 
highly subjective, base quality right to be 
halfway successful. This one does. 

But above and beyond the graphics and feel, 
the real treat here is the gameplay. As in previ¬ 
ous R-Types, your task centers on the manipu¬ 
lation of a weapon pod that can be 
moved to the front or rear of your 
ship or be fired off away from 
you, free floating and wreak¬ 
ing havoc. What’s new here 
is the inclusion of three 
unique craft to choose 
from, each with a dif¬ 
ferent mechanic as 
to how the pod can 


CLASSIC DIFFICULTV HDD ERPlEPLRV 
mCRCDIBLC a.sD ERRPHICS 


be manipulated and how weapon power-ups 
affect them. (I describe these different abilities in 
detail in the ship profiles above.) Whatever their 
differences, they all contribute hugely to the way 
you play the game and the strategies you 
employ, and this is definitely a shooter built 
around strategy. You can’t just blow through the 
game riding on the back of a bunch of continues. 
Each level has sets of restart points, and when 
you die (which you will, often) you must try each 
section again. The way the levels and enemy pat¬ 
terns are designed requires you to work out the 
most effective weapon, pod position, ship speed, 
and ship location. This is where the massive chal¬ 
lenge of this game lies. 

I can’t recommend R-Type Delta more highly to 
shooter players. It looks fantastic and plays even 
better. In short, the best R-Type ever. =1= 


TYPE: RX DELTA 


CLEVER ROD CHRLLEREIRE LEVEL DESIBR 
DARK RRD PIOODV P1USIC R PERFECT FIT 


Irem COME THROUGH WITH THE MOST ENJOYABLE AND BEST LOOKING R-TYPE YET. THANK 

^MCl ^CJ B Ip / W C Agetec for bringing this one stateside. AS IT’S a must-purchase for shooter fans. 
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Give your thumb a rest; 
and let Tilt Pak's” IN/lotion- 
Sensing technology 
control the game action. 

Simply tilt your controller in 
the direction you went to 
move, and with Tilt Pak's 
enhanced rumble feature and 
motion sensing technology, 
you’ll score an ultra realistic 
gaming experience. 


Available at; 


























Wgnr\piAJffe high-tech wizardry 
allows you to calibrate and 
customize the motion sensitivity 
and rumble on your control pad. 




Slide any Nintendo*64 

controller and breathe new life in to 
all your Nintendo*64 action games. 


All names and logos contained 
of their respective companies. 
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S tar Ocean is a game about characters of stunted emotions who meander 
through a barren wasteland of tired formulas and contrivances. Playing this 
extensive RPG left me with the overwhelming feeling that a more forgiving, patient 
audience would be drawn in to the game’s intricacies and ignore the banalities of 
the coming-of-age story of the two selectable teenage protagonists who discover 
(yawn) love, revelation, maturity and self-understanding while serving as world 
savior. It all might marginally work if molded with a polished level of creativity, and 
there are occasional bursts of energy and interesting twists, but inane circum¬ 
stances and insipid outcomes are continually casting looming shadows over the 
game’s primary tasks and many fatiguing side ventures. 


The story may barely registers a pulse, but there is certainly a 
beating heart in the innovative and spirited battles, which involve 
four sprite-based party members in a real-time, free-roaming skir¬ 
mish of magic and weaponplay. Seasoned players will be imme¬ 
diately tuned into the use of 
spells, arcane items and typical combat 
strategies, but the battles take on a 
fresh complexion through the ability to 
take complete control of your allies and 
freely move them into any position on 
the battle field. Enemies can be flanked, 
lured away, ganged up on - team work is 
a must - and directly attacked by special 
“killer moves” unique to each character, 
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While the idea behind Star Ocean’s combat is better than its execution, 

the, manic skirmishes my the gam a. lam W 




and the level of effectiveness of assault is always 
changing as various attacks and defenses are honed 
and boosted from the RPG experience-system tem¬ 
plate. While the idea behind Star Ocean’s combat is 
better than its execution, the manic skirmishes do 
carry the game a long way, and it is only in the some¬ 
what perfunctory nature of the strategy and the 
inept computer-controlled comrades that the enter¬ 
tainment value takes a dive. 

A trend that seems to be surfacing in today’s RPGs 
is the abrasive use of battle cries. Star Ocean makes 
a costly error of surrounding the action with a boun¬ 
ty of annoying screams and battle chatter; the whiny, 
pubescent voices crying inanities like “I hate you” 
and “Mommy” had me looking on with incredulity. 

It’s enough to make you root for an embargo on 


future American voices in RPG battles (and any 
game, for that matter). But do not forgo Star Ocean 
if you want to experience a world of exceptional 
sights: this game deftly supersedes the Final Fanta¬ 
sy VII paradigm of detailed prerendered backdrops, 
and at times the scenery is extraordinary. 

While the game cannot be accused of lacking 
moments of visual flair, the dull characters and ene¬ 
mies, with simple animations and uninspired and 
inept sprite design, drag the game back into ho-hum 
territory. By the game’s end I had seen some nice art¬ 
work and enjoyed tinkering with the innovative Skill 
System - a resource system where an exhaustive list 
of attributes are developed for item creation, special 
talent growth and combat enhancement - but the 
dead weight of the story sank this leaky RPG ship.<$> 
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Gamers who place little emphasis on story will find more to like in Star Ocean. 
The innovative battles, good music and deep skill system are a lifeline. 
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CLQ multi platform review 


H aving thankfully taken their time about it, Info¬ 
grames are set to deliver, as promised, 
Starshot (formerly known as Space Circus), a mem¬ 
orable action platform game for the PC and Ninten¬ 
do 64 that is perhaps worthy of your attention. The 
peculiar lead of the same name, Starshot, is a jug¬ 
gler in the Space Circus, circa the 32nd century. 
The Space Circus was formerly the biggest show in 
the galaxy (up until game time, I suppose), but as 
the game begins Wolfgang Von Ravel’s Virtua Cir¬ 
cus has begun to take over (hey, it’s virtual). The 
Space Circus is accumulating huge debts due to 
the ensuing lack of business and so it’s up to our 
pint-sized hero and his wacky band of side bots to 
thwart the efforts of the Virtual Circus. 

The designers at Infogrames have put quite a bit 
of thought in to exactly how these events will tran¬ 
spire, and have filled the game with all manner of 
unique situations. In order to fulfill each mission, 
rather than providing a straight shot to each desti¬ 
nation littered with token enemies and predictable 
obstacles, the creators handle each arena as a 
mini- quest. Employing a melange of engaging play 
mechanics, each planet takes on a life of its own. 
Starshot’s sidekicks figure in to the action nicely 
too: Rocket Willfly can be called upon for flight, 


and Willfall to help Starshot negotiate with the 
many peculiar inhabitants of the strange worlds 
they explore. Each diverse landscape, ranging from 
vast plains to complex armature, is doused gener¬ 
ously with enigmatic platforming fare in the old- 
school tradition, where frequent do-overs are both 
necessary and welcome. Character design, too, is 
in full effect, with an emphasis on the bizarre. Sub¬ 
stance abuse of some kind must have played a 
part in the creation of some of Starshot’s creatures 
(like the Surprise Laying Bird!) and their dialects, a 
mixture of synthesized squeaks and beeps that 
works surprisingly well. In the PC game, English is 
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At the end of the day I found Starshot enjoyable, in a surreal sort of way. 
It’s definitely different. I recommend it with some reservation to N64 
platform fans and whole-heartedly to the PC contingent, f 


the main language, so chalk up the 64 game’s bab¬ 
ble to memory constraints. Another big plus is 
Starshot’s extremely user-friendly manual camera, 
which allows the player full control up, down, left 
and right at all times - great for jumping. Yet anoth¬ 
er plus is the welcome battery backup. 

A needed commodity in a ’90s platformer, the 
game is filled with mind benders as well, like start¬ 
ing an old abandoned car (from those old Earth 
days) and skillfully guiding it to a destination to 
use as a platform to reach a switch. Puzzle ele¬ 
ments abound in Starshot and provide much of the 
game’s peculiar charm. On the 64, however, these 
elements can conspire to adversely affect the 
gameplay. In one scene, Starshot enters a bar 
where he must start the juke box to get the tables 
to dance. Then, he’ll need to shoot one, freezing it, 
and then push it to another one with a spook danc¬ 
ing on it. By getting the spook to jump sequential 
tables Starshot must lure him to a special spot to 
open up the floor. During this already frustrating 
task (the camera doesn’t like closed quarters all 
that much) the frame rate sinks dramatically, mak¬ 
ing this task nearly impossible (though I finally did 
do it), especially as you descend deeper and enemies begin to appear 
to make matters worse. The PC version doesn’t suffer this fate but the 
64 unfortunately chugs quite a bit - definitely the game’s Achilles heel. 



A good game on the 64, a very good game on PL 

Infngranws bm Mrnretl a. iwigm am platform tn say the least! 
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I PC GAMERS SHOULD EMBRACE THEIR FULLY FUNCTIONAL NEW CIRCUS 
FRIENDS; SO SHOULD N64 GAMERS THAT CAN LIVE WITH A FEW FLAWS. 
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developer lucasarts 
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Like Rogue Squadron before it, Episode One Racer is a good game even without all the 
Star Wars trappings. It’s insanely fast and a right challenge. 


■ PLenrv or trucks on nnno 

■ Rnm phk n musr 


BV m/«E HOBBS 


R eaders of this will no doubt have already 
seen the new Star Wars, a claim which I can¬ 
not make as of this writing, as the film remains a 
excruciating fortnight away. But I was thankful¬ 
ly distracted from the interminable wait by 
Lucasarts’ Episode i Racer for N64 (also look for 
a forthcoming PC version). This insanely fast 
racer, built around the film’s no doubt thrilling 
Podrace scene, succeeds as a fun game in its 
own right, much as Rogue Squadron did last 
Christmas. Like that game, Racer’s Star Wars 
theme is simply the delectable icing on the cake. 

In the film, the Podrace scene takes place on 
Tatooine, and obviously, a game designed 
around this concept needs a few more locales. 
With a liberal hand, Lucasarts have designed 
over twenty tracks from locations as diverse as 
Ord Ibanna, Ando Prime, and Aquilaris. There 
are some stunning-looking locations here, even 
if the polygon count is somewhat lacking at 
times, the price paid for the very high rates of 
speed reached in this game. 

And that speed is what Racer is ultimately all 
about. It feels faster than the bullet-like F-Zero X 
because there is actually some scenery going 
by. The control, so important in a game this fast, 


is spot-on, with satisfying physics at work as 
you snake through the often long and serpen¬ 
tine courses. Additionally, there is a drift control 
button, as well as an in-race engine repair facili¬ 
ty, though you trade off some speed for this. 

There are many racers and craft too that can 
be accessed here, most of which you can only 
catch fleeting glimpses of in the film. They run 
the usual performance gamut and all of them 
can be upgraded by buying or trading parts from 
the rough-talking Watto. This adds a nice ele¬ 
ment to the game, giving you something more to 
do than just race around the courses in one 
fixed craft. 

Episode 1: Racer is Ram Expansion compati¬ 
ble, and I recommend you use it, as the game 
loses a lot graphically without it and becomes a 
bit of a murky blur. Apart from this caveat (and 
the fact that the two-player mode is almost too 
fast), this is a solid racing game with a great Star 
Wars theme. The Epi sode One j uggernaut 
marches on. =8= 







































On the verge of a new Millennium, 
the games arc forever changing. 

And so are we. 


Counting Down to RELAUNCH!!! 
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I was enamored with World Driver the first time I played it. In my ini¬ 
tial run, I was playing it on my twenty-inch quick-evaluation monitor 
and was duly impressed with the first two courses I encountered, Rome 
and Kyoto. The courses looked absolutely gorgeous. The Kyoto track 
had this wonderful, overcast atmosphere and impressive stretches of 
road through darkened cityscapes. The draw distance was good and the 
trackside detail was very high with each individual course offering up a 
pleasant mix of scenery. Even better was a hi-res mode that required no 

RAM Pak but severely letter- 
boxed the action. Once I got 
the game to a full-size moni¬ 
tor, though, the honeymoon 
began to sour. For all its 
detail, this is a grainy 
looking racer, with an 
occasionally distract¬ 
ing frame rate drop as 


you round certain corners. It looks good overall, but something like Bee¬ 
tle Adventure Racing is cleaner. And to make matters worse, the control 
slowly began to get on my nerves. 

The first cars I had access to felt sluggish and slow to respond to my 
control inputs. I wasn’t too alarmed by this just yet, as I knew that fur¬ 
ther play would open up other teams and upgraded cars. To my dismay, 
however, I soon realized that the game simply had unrewarding control. 
This may boil down to personal preference more than anything, but I 
could never get a car to react the way I wanted it to. One can never fling 
a car into a nice juicy powerslide. Instead, powerslides just sort of hap¬ 
pen in an artificial and uninspiring way. Holding left or right on the stick 
will produce a slide nearly as severe as applying full throttle to a pair of 
unloaded rear wheels. In this game, a car will just lazily slide through a 
turn with too little sideways traction.There’s no sense of urgency here, 
no immediacy to the control that exemplifies racers from Namco and 
Sega. Those are lofty ideals of video game racing control to be sure, but 
they exist for all to experience, players and developers alike. 
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W VERY GOOD. IF SLURRY. GRRPHIES 


EHEESY ROEK mUSIE 


■ TRREKS RRE RESPLERDERT WITH OETRIL 


Luoricj driver 


World Driver offers high-res 
widescreen-type views, and 
all replays are shown this 
way (left, bottom). The cam¬ 
era choices are pretty good 
here, tracking some of the 
more exciting moments of the 
race in a Gran Turismo-like 
fashion. The split-screen 
mode (above) is impressive. 


World driver is a mixed bag, but proves worthwhile despite control that I 

FOUND SLUGGISH. I LIKED THE INTERNATIONAL LOCATIONS AND THE LOOK OF THE TRACKS. 




=1cL m J= 


However, within this bubble of complaints, there is 
actually fun to be had here, a testament I suppose to the 
experience of Boss Studios. For instance, the very way in 
which World Driver is set up is enjoyable. You start with a few different 
teams to choose from, each offering up a unique style of car. In lieu of 
actual licenses, you’ll encounter simulacrums of racing-spec Porsche 
911s, Lotus Esprits, Dodge Vipers, and Ford Mustangs, each with its own 
strengths and weaknesses. As you win races, you earn points. The more 
points you amass, the higher your profile becomes as a driver, and the 
greater the chance that you’ll be courted by other teams, who’ll offer up 
their best rides in exchange for a switch in loyalty. These points also 
open more and more challenging races, giving a nice curve to the diffi¬ 
culty level, as well as providing a constant supply of attainable goals. 

Competitively speaking, the computer cars always offer up a good 
challenge, forcing you to learn the courses well to have any chance of 
winning. The two player mode is good too, again offering up a choice of 
hi- and normal-res modes, though you can only race one-on-one. Anoth¬ 
er enjoyable aspect of World Driver is the 


ft7»J 




aggressiveness with which you can drive, earning places by nudging 
cars into walls and plowing into them from behind, sending them spin¬ 
ning off into the trackside. However, this also exemplifies the slightly 
schizophrenic nature of the game, as it can’t quite seem to decide if it 
wants to be a straightforward arcade racer or a buttoned-down sim. 

It’s sad to me that owners of the N64 can’t get anything approaching 
R4 or Gran Turismo on the system, because those games make some¬ 
thing like World Driver seem like an also-ran. But for the genre on the 
system, World Driver has enough going for it to deserve a recommen¬ 
dation. The globe-trotting locations give the game some class, the 
replays are pretty good, and the game is ultimately enjoyable in spite of 
its slow control 
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Fighting hints at depth, but the far-too-frequent 

ENCOUNTERS END WITH SIMPLE TECHNIQUE. 


Brady F^iechter: 


I A SOLID 3D ADVENTURE, LONG AND INVOLVING. 

Strange fighting engine hampers the game’s flow. 


Dave Halverson: 


4» : 


[ PlayStation J 
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Work/wg Designs have rolled out the red carpet for Gamearts’fully realized version of Lunar with stunning results. A must-own RPG. 


I 7h/S /S 4 GAME for people who love to revisit 
the classics. 

I /r’s «0r4 TREAT FOR THE EYES, BUT THE HAND-DRAWN ART 
CREATES A CONVINCING AND CHARMING WORLD. 


Brady Ftechier: 


I placed the original Lunar on Sega CD in my list of 
20 ALL-TIME FAVORITE GAMES. IN THIS PLAYSTATION VER¬ 
SION-AN EXTENSIVE RETOOLING WITH RICH COLOR, 
REDRAWN ENEMIES, ALTERED STORY ARC AND ENVIRON¬ 
MENT CHANGES—THE HEART OF LUNAR IS BEATING AS 
STRONG AS EVER. IN MANY REGARDS, THE GAME COULD BE 
VIEWED AS A BIT OUTDATED, AND YET FOR ALL THE INNOVA¬ 
TIONS and 32-bit trimmings of recent RPGs like Leg¬ 
end of Legaia and Star Ocean, Lunar had me much 

MORE INVOLVED IN ITS CHARMING WORLD. SOME OF THE 
GAME’S EFFECT COMES FROM NOSTALGIA, BUT THIS FINELY 
CRAFTED RPG RETURNS TO THE BASICS - A GOOD STORY 
WITH INTERESTING CHARACTERS AND FOCUSED TASKS. 


I Totally old-school design and play mechanics, yet 

HIGHLY ENJOYABLE AND ACCESSIBLE GAMEPLAY. 

I Great, innocent and captivating storyline strength¬ 
ened BY COOL CHARACTERS MAINTAINS INTEREST. 


i 


Mike Briffin: 


SO MANY PEOPLE MISSED THE ORIGINAL LUNAR ON SEGA 

CD. Back then, it was an epic RPG release. GameArts 

WAS A YOUNG COMPANY, ON THE MOVE AFTER THE HUGE 
HYPE SURROUNDING THEIR 3D SHOOTER SlLPHEED, AND 
THE MASTERPIECE THAT WAS LUNAR CONFIRMED THEIR 
SUPERIORITY. NOW U.S. GAMERS CAN EXPERIENCE THIS 
EXCELLENT RPG IN A COMPARATIVELY “DELUXE” PACKAGE. 

The graphics are totally redone, the music is 

REMIXED AND ENHANCED, AND THE LOADING IS OBVIOUSLY 
MUCH BETTER. BEST OF ALL, HOWEVER, IS THE ADDITION OF 
SEVERAL COOL MINI-QUESTS, ENEMIES, AND STORY TIE- 
INS. WD’S INCREDIBLE BOX STANDARDS COUPLED WITH A 
FINE TRANSLATION EQUALS QUALITY OLD-SCHOOL RPG. 


Hybrid Heaven is an example of a game with big ideas 

AND STUNTED EXECUTION. So MUCH ABOUT THE GAME IS 
GREAT IN THEORY, BUT NOTHING ABOUT THE GAME WAS 
HANDLED WITH ANY TOUCHES OF EXCITEMENT OR SKILL. THE 
BATTLES ARE HUGELY ORIGINAL, WITH A COOL INTERFACE 
AND TURN-BASED STRATEGY, BUT THE MASSIVE LISTS OF 
MOVES AND ITEMS THAT CAN BE DEPLOYED ARE SIMPLY 
WASTED EXCESS; FIND YOURSELF A FEW RUDIMENTARY 
KICKS AND PUNCH COMBINATIONS, AND YOU’LL WIN EVERY 

time. While technically sound, the massive levels 

ARE DULLY ANTISEPTIC AND HOMOGENOUS, AND BLASTING A 
FEW MECHANICAL FOES WITH A TINY BLASTER WHILE NAVI¬ 
GATING ONE ROOM AFTER THE NEXT, FIGHTING ONE GENETI¬ 
CALLY MUTATED CREATURE AFTER ANOTHER, IS A MECHANI¬ 
CAL MARCH THROUGH MEDIOCRITY. 


There’s not a whole lot wrong with this game. It is 

WHAT IT IS, A GAME OF UNADULTERATED WHOLESALE 
KILLING. The visuals are inspiring and engrossing, 
BUT THE FPS CAN CAUSE MIGRAINES IN CERTAIN SECTIONS. 

My only other fuss is the chunky positioning of the 

GUN CROSSHAIRS. IT TAKES LIBERAL STEPS TO ADJUST 
THUMB TWITCHES TO A SCIENCE. ONCE YOU’VE TAILORED 
THESE TWO ISSUES AND COME TO GRIPS WITH THEM, THE 
GAME BECOMES TIGHT. THE FOUR-PLAYER DEATHMATCH 
WILL BE THE FLAVOR OF SLEEPOVERS WITH PLENTY OF VARI¬ 
ETY AND FULFILLMENT IN BEING THE LONE SURVIVOR. 


AS MOST PEOPLE KNOW, I’M NOT A BIG FAN OF SWINGIN’GUN 

GAMES. With a serious lack of play mechanics and per¬ 
sonality, THEY SEEM GEARED MORE TOWARDS MULTI-PLAY¬ 
ER MAYHEM THAN LONG INVOLVED ONE-PLAYER SESSIONS. 

My list of exceptions-such as Half Life, Turok (1), 
Goldeneye, and Disruptor—just got a little longer; 

HOWEVER, BECAUSE QUAKE II HAS BEEN ALTERED FOR THE 
64, AND IS A RESPECTABLY IMMERSIVE ONE-PLAYER GAME, 
WITH SERIOUS AMBIENCE AND INTRIGUING LEVEL DESIGN. 

Far better than the original offering on the 64, I 

LIKED THIS ONE AS MUCH OR MORE AS THE COOL 2D SPRITE- 
BASED Doom 64. Good stuff. 


First of all... What an intro! For an N64 game, whew! 
Hybrid Heaven has a lot going for it, like a solid 3D 

ENGINE, AN EXCEPTIONAL STORY, AND A LONG IMMERSIVE 
QUEST WITH A GOOD AMOUNT OF SURPRISE TWISTS AND 
TURNS, SUCH AS THE PERILOUS CHASE SCENE IN LEVEL 4. ON 
THE OTHER HAND, IN AN EFFORT TO BE DIFFERENT I THINK 
THE GAME’S DESIGNERS MAY HAVE TAKEN A WRONG TURN 
WITH THE DRAWN-OUT WRESTLING-STYLE FIGHTING INTER¬ 
FACE. Not being able to quickly pound foes in certain 

SITUATIONS DOES BECOME SOMEWHAT OF A PAIN, ALTHOUGH 
BEING ABLE TO DO SO AT ALL TIMES WOULD MAKE IT SOME¬ 
WHAT OF A BEAT-’EM-UP, AND WE DON’T NEED ANOTHER ONE 
OF THOSE, SO I CAN SEE WHERE THEY WERE GOING. PERHAPS 
1 MIXTURE OF THE TWO WOULD HAVE BEEN THE TICKET. 


mu 
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pc# By; I3racltj F^iectiter- [page 70-71 J 


THIS RESPECTABLE CONVERSION OF THE PC STALWART IS VISUALLY IMPRESSIVE, PLAYS WELL, FOSTERS SUPREME SENSE OF DOOM, AND PULLS OFF 
GOOD DEATHMATCH PLAY. 


Slight FPS problems can cause mental strain and 

FRUSTRATE EGOS. 

Great AMBIENT SOUNDS HELP set the dark mood. 


Tom Stratton 


■ All new one-player game is excellent. Great 
ambience! 

■ It’s still a gun swinger at the end of the day. 


Dave Halverson 
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PC Gamers should embrace their fully functional new circus friends; so should N64 gamers that can live with 

A FEW FLAWS. 


Pretty graphics do not help save the game from the 

ENGINE HICCUPS. 

The free-roaming environments have an awful lot of 

FLOATING PATHS TO FOLLOW. 


Tom Stratton: 


If the game were in its BETA form, I WOULD say that 
there is hope. The art and character designs are 

UNIQUE, USING SOME INTERESTING COLOR SCHEMES. I CAN 
ALSO SAY NICE THINGS ABOUT THE MUSIC, GIVING A VARIETY 
OF DIFFERENT MOOD-SETTING FLAVORS. EACH LEVEL HAS ITS 
OWN LOOK, BUT THEY ALL FEEL THE SAME. AIMING AT ENE¬ 
MIES BECOME DIFFICULT; GLADLY, IT IS POSSIBLE TO STEER 
YOUR ATTACKS TO THEIR DESTINATION. THESE REWARDING 
ASPECTS OF THE GAME ARE HINDERED BY THE INFECTIOUS 
DEFICIENCIES OF JERKY FRAME RATE AND SERIOUS CAMERA 
ISSUES. If THE GAME INFLUENCE DID NOT CALL FOR CON¬ 
STANT JUMPING FROM FLOATING PLATFORM TO FLOATING 
PLATFORM, THESE PROBLEMS WOULDN’T BE AS OBVIOUS. 


■ GREAT CHARACTER DESIGN, MUSIC, AND UNUSUAL VISUAL 
STYLE. 

■ THE FRAME RATE AND LACK OF POLISH GREATLY UNDERMINE 
THE GAME’S POSITIVES. 


Grady riechter: 


STARSHOT HAS A HALLUCINATORY ATMOSPHERE, FOSTERED 
BY A UNIQUE COLOR SCHEME, BIZARRE CHARACTER 
DESIGNS AND SPACEY MUSIC. THE MAIN CHARACTER IS ONE 
OF THE MORE INTERESTING DESIGNS I’VE SEEN IN A 3D 
PLATFORMER ON THE NINTENDO 64, AND I QUITE ENJOYED 
THE IDEA OF MANIPULATING THE TRAJECTORY OF WEAPON 
FIRE AS IT TRAVELED TOWARD THE TARGET. AND I LIKED THE 
PUZZLE ELEMENTS AND CLASSIC PLAY MECHANICS, WHICH 
REQUIRED PRECISION FLIGHTS ON A ROCKET AND PRECARI¬ 
OUS JUMPS FROM VACILLATING PLATFORMS. THE TASKS 
YOU DO VARY CONSIDERABLY IN EACH AREA, BUT DESPITE 
ALL THE COMPETENT IDEAS IN THE GAME, A CONSIDERABLE 
LACK OF POLISH AND DESTRUCTIVELY BAD FRAME RATE SAB- 
l TAG ED ANY HOPE OF GOOD FUN. 
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World Driver is a mixed bag, but proves worthwhile despite control that I found sluggish. I liked the international locations 

£"■* AND THE LOOK OF THE TRACKS. 


I Gorgeous graphics, good tracks, and challenging 

GAMEPLAY WITH A NATURAL PROGRESSION. 

Control is a little too strict, and the N64’s analog 

STICK IS WAY TOO TWITCHY FOR ACCURATE DRIVING. 


Edd rear 


I LOVE DRIVING; HENCE, I LOVE DRIVING GAMES. My PS 
WORKS OVERTIME RUNNING GT, RR, AND NFS, AND I’VE 
WAITED PATIENTLY FOR A DECENT RACER ON THE N64. 

Finally, I’ve been rewarded with World Driver Cham¬ 
pionship: WELL-THOUGHT OUT TRACKS, A GOOD COLLEC¬ 
TION OF VEHICLES, AND GAMEPLAY THAT GETS TOUGHER AS 
YOU GAIN SKILLS. THE MINOR FRAMERATE CHUGS DON’T 
EVEN PHASE ME (HAVE YOU PLAYED HIGH STAKES ON PS? 
Ack!); MY ONLY BEEF IS THAT THE RULES OF PHYSICS ARE 
FOLLOWED A LITTLE TOO CLOSELY, WHICH MAKES IT LESS OF 
AN ARCADE-Y TITLE AND REQUIRES REAL SKILLS. THAT, AND 
THE N64’S ANALOG STICK SUCKS ROCKS FOR DRIVING 

games. Still, I’ll play the wheels off WDC until a 

GREAT N64 DRIVING GAME COMES ALONG. SOON, PLEASE? 


| A THOROUGHBRED, DEEP, IMMERSIVE SIMULATION WITH 
GREAT VISUALS. 

I Frame rate sputters just a tad and no Ram Pak 

OPTION. 


Dave Halverson: 


The 64 finally gets the real deal in terms of a hard¬ 
core REALISTIC RACING SIMULATION. I WOULDN’T GO AS FAR 
AS COMPARING IT TO KING TURISMO, BUT I WILL SAY THAT IT’S 
THE BEST SIM FOR THE SYSTEM YET, AND A KICK IN THE PANTS 

to boot. Besides long, meticulously designed and 

DETAILED COURSES, WORLD DRIVER TAKES ON A UNIQUE FEEL 
DUE TO THE TEAM FACTOR. AS YOU PROGRESS IN THE GAME ON 
A GIVEN TEAM, OTHERS WILL ATTEMPT TO HEADHUNT YOU AND 
YOUR WINNING WAYS. TAKE THEM UP ON THEIR OFFER AND 
WATCH YOUR CURRENT SPONSOR GROVELl It’S TOO BAD THE 
GAME BEGAN PRODUCTION POST-RAM PAK. A HI-RES MODE IS 
OFFERED, BUT THE LETTERBOX FORMAT HIDES MUCH OF THE 
BEAUTY AND HITS THE FRAME RATE JUST A LITTLE. OVERALL 

though. World Driver is a fully realized, super-immer¬ 
sive RACER THAT NO N64 RACE FAN SHOULD BE WITHOUT. 


PlayStation 
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IREM COME THROUGH WITH THE MOST ENJOYABLE AND BEST LOOKING R-TYPE YET. THANK AGETEC FOR BRINGING THIS ONE STATESIDE, AS IT’S A 
~~ MUST-PURCHASE FOR SHOOTER FANS. 


I The music brings added resonance to the inventive deep- 
space ENVIRONMENTS - THE BEST I’VE HEARD IN A SHOOTER. 

I From the style to the effects to the design,this game 

ISA VISUAL POWERHOUSE. 


Brady riechter: 


R-Type Delta is one of the most successful attempts 

AT FAITHFULLY TRANSPORTING A CLASSIC GAME INTO A 
SPARKLING 32-BIT WORLD. POLYGONS HAVE REPLACED THE 
SPRITES OF OLD, MASSIVE EFFECTS SHOWER THE IMAGINA¬ 
TIVE ENVIRONMENTS, BUT THE GAME DOES NOT SACRIFICE 
THE CLASSIC AND DISTINCT PLAYABILITY OF AN OLD R-TYPE. 

Dipping into more pattern-oriented play mechanics, 
R-Type Delta uses memorization and deliberate 
maneuvering throughout the pockets of safe zones 

TO BUILD ITS METHOD OF GAMEPLAY. THE UNIQUE STRATE¬ 
GIES OF USING THE PODS AS SHIELDS AND KEY ADDITIONAL 
POINTS OF WEAPONS FIRE TAKE THIS HIGHLY ENTERTAINING 
SHOOTER TO THE BEST-ON-PLAYSTATION CATEGORY. 


All of the trademark R-Type nuances are there for 
the loving. 

Spectacular presentation. Polygonal 2D at its 
finest. 


CJave Halverson 


2D SHOOTING DOESN’T GET MUCH BETTER. JOINING THE 
EXALTED STATUS OF THUNDERFORCE IV, ElNHANDER, AND 

G-Darius, R-Type Delta is nothing short of spectacu¬ 
lar. What has always made R-Type games so special is 

IN FULL EFFECT HERE, THAT BEING THE SHIP’S POD WHICH 
CAN BE MANIPULATED IN MANY DIFFERENT WAYS WORKING 
IN CONCERT WITH THE SLOW METHODICAL GAMEPLAY, 
WHERE NOOKS AND CRANNYS BECOME YOUR ONLY REFUGE 
FROM NOT CHEAP PEBBLES, BUT A WONDERFUL ARRAY OF 
ALIEN VERMIN AND POWERFUL BEAMING WEAPONRY. THE 
POLYGON WORK IS EXCEPTIONAL, THE EFFECTS A JOY, AND 
THE DIFFICULTY IS CRANKED ON HIGH. R-TYPE DELTA IS 
EVERYTHING A GREAT SHOOTER NEEDS TO BE: BEAUTIFUL, 
LONG, AUDIBLY DELICIOUS, AND FILLED WITH GORGEOUS 
BOSSES. 






















































































I. ZELDA: The Ocarina of Time 

E. CASTLGVANIA: SotN 
B. GUARDIAN HEROES 

4. CRASH BANDICOOT 

5. SUPER MARIO 64 

6. ZELDA: A Link to the Past 

7. BANJO KAZOOIE 

8. SONIC ADVENTURE 

9. GUNSTAR HEROES 

10. MISCHIEF MAKERS 


II. SUPER METRIOD 
IE. SUPER MARIO WORLD 

13. DONKEY KONG COUNTRY 2 

14. SUPER GHOULS n GHOSTS 

15. CASTLEVANIA IV 

16. EARTHWORM JIM 

17. TOMB RAIDER 

18. SONIC the HEDGEHOG 

19. ASTAL 

EO. CHAOTIX/WARIO LAND 
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all time top 20 feature 


r #1. ZELDA: TooT- 

The first time I 

HOPPED ON EPONA’S BACK AND WENT RIDING ACROSS HYRULE 

Field I knew that it would take a miracle to top Zelda: the Oca¬ 
rina of Time. The amount of elements in this game and how finely 


crafted and thought 

THROUGH EACH IS SERVES 
AS A TESTAMENT TO Mr. 

Miyamoto and his amazing 
TEAM. The KING OF ALL VIDEO 
games, Zelda. 




^ To say the least, compiling a top-twenty after seven years of 

mjmm publishing was difficult. The amount of games that I have thor¬ 

oughly enjoyed and respect hovers around 100. What this list 
represents are games that have transcended time for me personally, older games that have retained their 
vitality through the years, and new titles that I believe I’ll feel the same way about in the years to come. Of 
course, with the Dreamcast about to explode onto the scene and three RARE games just around the corner, 
this list will likely evolve in the near future. But I guess that’s the nature of any time-sensitive list; it can only 
represent the brief time slot in which it is created. So here it is, 
for better or for worse. Twenty’s a tie because I had to get my ) .. i | 

Virtual Boy pick in, and Landstalker just missed the cut. / 





















































II. CHRONO TRIGGER 
IE. SONIC CD 

IB. DONKEY KONG COUNTRY 

14. LUNAR: Silver Star 

15. CRASH BANDICOOT 

16. GUARDIAN HEROES 

17. SILENT HILL 

18. JUMPING FLASH 

19. WIPEOUT 
EO. DOOM 


I. CASTLEVANIA: SotN 
E. SUPER MARIO 64 

3. SUPER METROID 

4. FINAL FANTASY III 

5. CASTLEVANIA IV 

6. RESIDENT EVIL 

7. TOMB RAIDER 

8. SUPER MARIO WORLD 

9. ZELDA: The Ocarina of Time 

10. SNATCHER 


top 20 feature 


# i . CASTLEVANIA: SotN - It's rich gothic styling is 

VISUAL POETRY, IT'S UNCOMMONLY POIGNANT MUSIC BEAU¬ 
TIFULLY RESONANT. SYMPHONY OF THE NlGHT TAKES 2D GAME DESIGN TO A REMARKABLE ORDER, / 
BORROWING BITS FROM SOME OF GAMING'S FINEST TITLES - THE INTERCONNECTED CASTLE CHAM- / 
BERS HINT OF METROID, THE ROLE PLAYING ELEMENTS OF FAXANNADU, THE ACTION OF ANY / 

r 

GREAT CASTLEVANIA OF THE PAST. IT IS IMPORTANT TO EXPERIENCE GAMES LIKE THIS, IN ORDER f 
TO REMIND ONESELF THAT THE TRULY GREAT VIDEO GAMES ARE CAPABLE OF DELIVERING TRANSCENDENCE. 


Some of my fondest moments playing video games travel back to when video games were just 
beginning—Zaxxon and Donkey Kong on Coleco—and some time later, with the 8-bit days of NES, 
Castlevania, Contra and Bionic Commando. But when compiling my top 20 list, I kept returning to 
games of this decade. These are the games that reach ineffable greatness. As we enter the next 
ten years of gaming and technology affords previously unfathomable depths of design, I look for¬ 
ward to seeing where gaming takes us next. _- 
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#i. ZELDA: THE OCARINA OF TIME - 

The wonder of Shigeru Miyamoto is that 

HE PRODUCED ONE OF HIS FINEST GAMES THIS 
LATE IN HIS CAREER. FAR FROM BEING BEREFT OF 
IDEAS, HE AND HIS CRACK TEAM AT EAD CREATED 
PROBABLY THE BEST OVERALL GAME THAT THE N64 
WILL EVER SEE. 


1. ZGLDA: The Ocarina of Time 

2. METAL GEAR SOLID 

3. SUPER MARIO 64 

4. RADIANT SILVGRGUN 

5. NIGHTS 

6. YOSHI'S ISLAND 

7. M6TROID 

8. PANZER DRAGOON ZWEI 

9. GUNSTAR HEROES 

10. RAGE RACER 


I had a good deal of fun coming up r 

with this list. Looking back on W W nn . 3 
many years of happy gaming was - T T 

like a very pleasant stroll down | ijj 

memory lane. I left out defin- ['J 
ing games such as Space IlBggggit 
Invaders and Pac-Man nr, ’ 

| — ’ nD nnnn 

because I wanted a list of “ 

games that were all so good they could be played even 
now and be rightfully enjoyed without having to 

rely solely on nostalgia for charm. Yes, my list is big on action and short on RPGs, but 
that accurately reflects my tastes. I’m afraid I’ve also made an exclusively Japanese 
list. Sue me, America. 


11. THE LEGEND OF ZELDA 

12. SUPER MARIO WORLD 

13. SUPER MARIO KART 

14. STARFOX 64 

15. STREET FIGHTER ZERO 2 

16. SUPER MARIO BROS. 3 

17. GRAN TURISMO 

18. CASTLEVANIA: SOTN 

19. SONIC THE HEDGEHOG 

20. PANZER DRAGOON SAGA 


; 
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1. NIGHTS 

2. GUARDIAN HEROES 

3. PHANTASY STAR: The Series 

4. GVERQUEST 

5. TEMPEST 2000 

6. METALGEAR SOLID 

7. POWER STONE 

8. SONIC CD 

9. WONDGRBOY 3 

10. STREETS OF RAGG 2 


Ml. NIGHTS: INTO DREAMS - Why is Nights my No. 1? I feel good when I play Nights. It’s so V_ ■ • k ' 

true. Just thinking about Nights makes me happy. I love the character. I am fascinated by the 

TRANSCENDENT DREAM AND NIGHTMARE THEME, THE GORGEOUS MUSIC, AND TRIPPY A-LIFE. AND THE AMAZING SENSE OF FLIGHT 
AND FREEDOM THAT NlGHTS EVOKES IS BEAUTIFUL. GUARDIAN HEROES I’VE PLAYED MORE THAN ANY OTHER ACTION TITLE, EVER. 

Marked by incredible Treasure precision, great character design, and surprising depth, I’ve willingly invested 

HUNDREDS OF HOURS INTO THIS, THE MOST PLAYABLE AND CONTROLLABLE 2D ACTION GAME IN EXISTENCE. 


The Phantasy Star series is legendary as far as l*m concerned; A genre-defining 8-bit 
masterpiece, a stunning 1.6-bit sequel, an abstract yet enjoyable third game, and a pow¬ 
erful finalizing fourth PS. Forever memorable. EverQuest is a no brainer. It matches the 
depth of the best RPGs, tells a fantastic unwritten tale provided by thousands of real-life 
players, and guides you through a truly adventuresome campaign without boundaries for 
months on end. Rounding out my top five is Tempest 2000. Jeff Minter’s luscious 3D master¬ 
piece convinced the Jaguar to commit true 64-bit mischief, pouring on insane graphics, speed, 
and the most amazing cartridge-based soundtrack of all time. When I look at the rest of the list it 
_ simply confirms why I love games so much. 




11. SHINING FORCE 3 TRILOG 

12. STRIDGR 

13. GUNSTAR HEROES 

14. SAMURAI SHODOWN 2 

15. SONIC ADVENTURE 

16. RADIANT SILVERGUN 

17. VIGILANTE 8 

18. HEAVY BARREL 

19. FINAL FIGHT 

20. SLIME WORLD (8 player) 
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W ithout a doubt, one of the hottest games in 
Japanese arcades for the past few years has 
been SEGA's Virtual-On Oratorio Tangram. Powered 
by two Model 3 Step 2 boards, Virtual-On 0 T cer¬ 
tainly has the most spectacular arcade graphics ever 
seen, yet the visual effects are so intense that a sin¬ 
gle screen shot fails to do this game justice. Game- 
play is fast and furious with intuitive controls, mak¬ 
ing it easy to get to grips with the control of your Vir- 
tuaroid. Even beginners will be able to execute some 
stunning attacks without much effort, while those 
after hardcore action will find that underneath the 
simple control system is a diverse range of attacks 
and movement that will take ages to master. 

Since its release AM3 have continued to fine tune 
the game balance with minor version upgrades and 
the latest edition, M.S.B.S. Ver 5.4, has just been 
released, so we’re taking the opportunity to re-intro- 
duce the game to you again before we get the first 
news of the Dreamcast conversion. 

Far into Earth's future the DNA company managed to create a huge weapon of vast destruction 
called the Moon Gate. However, at the same time a rival company, called RNA, challenged DNA 
for control of Earth's key installations, and a war quickly ensued. Both companies claimed right 
of ownership to various industrial plants and in order to strengthen their strategic position, DNA 
and RNA began fighting each other to try and capture these areas. But as they approached the 
climax of the war, suddenly one of the plants which held the main system of the TANGRAM 
(Space Time Causation Control Mechanism) vanished from the normal space-time continuum! 

Considering that it had the ability to operate the Moon Gate, the loss of this plant meant cat¬ 
astrophic danger to the Earth. The company that is able to discover and possess the missing 

plant will certainly be able to seize the initiative 
in the war's stalemate situation. 

Both companies possess Virtuaroid cyber 
troopers. You take control of one of these fac¬ 
tions and fight your rival over various missions 
until you finally win control of the Moon Gate. 

Each mission sends you to a different plant 
where your objective is to defeat your oppo¬ 
nent's Virtuaroid and secure that location. 

Each location is guarded by 
a different Virtuaroid and 
there is a wide variety of 
terrain, so you'll need to 
use different tactics 
for each mission. 


1EC.BYER DJV-B- SIDE 
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©SEGA ENTERPRISES, LTD., 1995,1998 


CHARACTER DESIGN: HAJIME KATOKI 



































































Designed by Hajime Katoki, a very famous and 
respected designer in Japan, all 12 Virtuaroids have 
been modeled so that each one's unique character¬ 
istics enhance the gameplay considerably. 


Sega have produced a new amusement machine, Virtual-On Oratorio Tangram 
Special, which is now at Shinjuku Joypolis, Tokyo. The cabinet moves and shakes 
in response to the Virtuaroid's movement and attacks for a thrilling ride. 




© SEGA ENTERPRISES, LTD., 1995,1998 CHARACTER DESIGN: HAJIME KATOKI 
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A s arcades slide deeper and deeper into obsolescence due to 
the impending arrival of the new millennium’s super con- 
I soles, operators and designers are going to have to find new 
I ways to get people in to their establishments. Atari games latest 
I stroke of genius involves network style gameplay...without the 
I network. The coin-op answer to Quake, War: Final Assault, 
‘ brings mission and deathmatch-style gaming to the arcade. 

I Once upon a time Street Fighter started an arcade religion that 
lasted for years and spawned countless sequels. I suppose 
Atari’s ultimate goal is to once again find that magic pill, the per- 
I feet mix of graphics and vs. gameplay to drive the competitive 
I spirit into a quarter-spouting frenzy. Our die-hard Quake players 
B respect what Atari have attempted but think that their infamous 
touch doesn’t belong in a death-dealing environment. Wars color 
and vibrance undermine the sense of doom exhibited in Quake. They also 
feel that the control, comparatively, isn’t up to par, especially in the lateral 
I movement department. Having played for years with customizable mouse 
I and keyboard configurations, this really comes as no surprise. Everyone 
(Lr^ : - W | liked the third-person camera, premise, cast of characters and features, 
though, and players who aren’t fully submerged into the world of first-per- 
I son shooters on PC took a shine ^ 

I to War. Personally, I don’t think 
llMf | H Atari are trying to mirror Quake, 
tefw but rather create a game that 

takes Quake-like gameplay rWjBj 
aspects and blends them into a more arcade- 
friendly setting. It can be argued that any [ 
swingin’ gun game is mimicking Quake, so I y 
can’t necessarily judge a game based on r 
4 ; how well it copies the king of first-person PbSfjfFd 
JL shooters, but rather what it 

brings of its own - and War 
brings a lot. Bpjg|BnS 


In War's Mission play, players can team up in a story-dri¬ 
ven 30 -minute-long game (including 5-6 bosses) and 
there's a hidden level and final boss accessible only if 
you find all six hidden "pentabolt" pieces. While there f 
are initially four death-match arenas, one will be £ 
added every three weeks, until 12 exist, giving War 36 K 
weeks worth of fresh gameplay. So now arcade goers S 
can have their Quake and eat it too... 


© ATARI 1999 
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You’re about to get a lesson in Pain 101. Lea is evil 
and it’s your task to conquer her. Select one of nine 
characters and fight the others until the final battle. 
With amazing animated special maneuver sequences 
and state of the art graphics, you’ll find Evil Zone to 
be the master of all fighting games. No butts about it. 


PlayStation 


©1999 Titus. Software ©1998 - YUKE'S CO. LTD. Published by TITUS SOFTWARE CORP. All rights reserved. 


Titus and the Titus logo are registered trademarks of Titus Software Corporation. PlayStation and the PlayStation 


titu.sgames.com 


logos are registered trademarks of Sony Computer Entertainment lnc.TSC-05374-PRSP-0399-12.05 




































world republic 


World Republic says “The experience of Omega Boost is fleeting, but it needs to be expe¬ 
rienced by all hardcore shooter fans/* 
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omega boost © sony 1999. 


Sony’s 60fps mech shooter is a joy to behold - and it’s closing in on a U.S. release! 


It would seem that Polyphony Dig¬ 
ital have more talents than were 
dreamt of in our philosophy. The 
makers of Gran Turismo, arguably 
one of the finest driving games of all 
time, have now staked out a claim in 
the 3D shooter genre. This endeavor 
has yielded an immensely playable, 
straightforward shooter with some 
of the most thrilling action yet expe¬ 
rienced on the PS. 

Omega Boost opens with an elab¬ 
orate FMV intro, which—curiously 
for a Japanese title—features a Wing 
Commander-ish mix of live actors 
and rendered backdrops. The odd 
and entirely incidental story has you 
travelling back in time to replace a 
vacuum tube in the old ENIAC com¬ 
puter from the 1950s. What this 
means to you is nine levels of arcade 
speed shooting and the best approx¬ 
imation of a balls-out anime space 
battle yet seen. That last description 
is telling, as Macross designer Shoji 
Kawamori designed the craft in 
Omega Boost and acted as an over¬ 
all supervisor. 

The action in Omega Boost is divided up into three different types of stages: deep space, planet surface, and tunnel. 

All feature the same third- or first-person perspective (your choice) and beauti¬ 
fully liquid analog control, kept dutifully simple. Left alone, your mech is always 
moving forward, but a press of the Ri button will hold you in place, while the R2 
button allows you face and rotate around your nearest target. As in Panzer Dra¬ 
goon, moving your targeting cursor over enemies produces a series of lock-ons, 
whereupon a great salvo of missiles can be unleashed. Alternatively, quick 
pressing of the fire button produces a stream of rapid fire gun attacks. That’s it. 
There are no power-ups of any kind, only a very powerful super weapon called a 
Viper Boost that slowly builds up throughout the levels. 

Within this framework, Polyphony Digital have created a shooter of frenetic 
intensity. Whether skimming a planet’s surface or zooming about in deep space, 
Omega Boost throws huge numbers of fast moving enemies on screen. You whip 
around like mad, targeting everything in sight while scads of lock-on missiles 
shoot forth from your mech’s back. The lighting, reflection effects, and espe¬ 
cially the animation of your mech, are all first 
rate, cementing Polyphony’s reputation as mir¬ 
acle workers on the PlayStation. 

There are dozens of extra missions that can 
be opened up once you complete the game, 
and you’ll even be treated to fantastic replay 
mode, allowing you to thrill to the intensity as a 
bystander. The experience of Omega Boost is 
fleeting, but it needs to be experienced by 
shooter fans. =1= 


A. Masterful detail is exhibited, especially considering the fluid frame rates. B. The sce¬ 
narios offer good amounts of diversity and environmental factors. C. Bosses are large, 
patterned based, and don’t go down easy. D. Lighting effects abound. Omega Boost 
trips the light fantastic! 


h M Traditionally, May is a slow game release month in Japan, and as you can 
' J see, not much has changed. Among this month’s releases, however, Omega 
Boost, Bust a Groove 2 , and Rasetu No Ken (Soul of the Samurai) were most 
enjoyable, and they’re all headed our way. 
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Playstation Review 


Before you decide to purchase 
Cotton: Fantastic Night Dreams 
Original on the basis that you want 
to stir the nostalgic side of your 
gaming emotions, consider that 
this is a conversion of an antiquat¬ 
ed arcade version that never 
deserved to carry the Cotton 
name. I adore old-school games, 
but this lifeless, ugly, insufferably 
monotonous and perplexingly 
archaic shooter would struggle to 
compete with even the most rudi¬ 
mentary of shooters on an early 
16 -bit system. Play this game for 
fifteen minutes—about the time 
you’ll need to complete it—and 
then pick up a copy of R-Type Delta 
or Radiant Silvergun to see how 
extraordinarily far a gap can be 
between a good game and a bad 
game. <$» D- 


World Republic Review • developer criterion studios publisher ubi • available in japan now 


_ 


A. This dark cavern pro¬ 
vides a showcase for Redline 
Racers headlights! Nifty! 
B. 2D diorama trees are once 
again in effect. Why can’t any¬ 
one make cool trees? C. Nor¬ 
mally you don’t see race bikes 
on dirt roads in the snow. 
Hmm. 


Criterion’s peculiar racer needs a little more work. Wait for the U.S. version on this one... 

How long has it been since you 
played a thoroughbred console 
arcade racer...on two wheels? Too 
long, if you ask me, and so it’s 
high time one came along to fill 
the bill. Criterion Studios’ Redline 
Racer almost does just that. In no 
way resembling a simulation, full- 
blooded road racers dash across 
road, sand and snow with a 
monotone engine hum that only 
vacillates when you hit the 
turbo-excel button for a burst of 
super speed, send¬ 
ing the front wheel in 
to the air as you fight 
to hang on. Four cam¬ 
era angles, 8 teams, 

12 bikes, and over a 
dozen courses accent 
this highly playable 
straight racer. Com¬ 
paring Redline to its 
PC twin, the biggest 
difference can be 
found in the greatly improved soundtrack. Otherwise the two 
games are nearly identical, save the Dreamcast’s textures, 
which seem richer in comparison. The main source of satisfac¬ 
tion is derived from the keen sense of speed that builds as you 
progress through the tournament mode, and the smooth han¬ 
dling characteristics, made all the more buttery by the steady frame rate. The 
environments also come into play as the rigid suspension struggles 
with high speeds and contrasting terrain such as sand or snow. At 
super high speeds even the smallest ebb in the wet sand can send 
bike and rider flailing. While the game lacks the fine polish of a 
Sega Rally, with its minor collision problems and few bells and whis¬ 
tles, it could be a worthwhile purchase once Ubi Soft work out the 
balance issue. You’re usually either way out in front or getting 
smoked with little in between. Stay tuned for a U.S. review 
as soon as UbiSoft are good to go with their version. \ 


World Republic says, “This one still needs some work and UbiSoft have assured us that 
they’ll foe ironing out the kinks for the DC’s U-S. launch. As it stands...” 


HD 

BE 


redline racer © ubisoft 1999. cotton © success 1999. 




























































world republic 


Dance the night away with Sony’s latest Groove ... 

Whatever you may use to time every fourth beat, it pales in comparison to my “head bob” 
technique. Even with the more lenient timing in this PlayStation-boundary-pushing sequel, 
my “Just Timing” ability will win the day. The background will burst, deform, or completely 
disappear as we both lay down successful cool, chillin’, and freeze combos. If you try to 
attack me (as you see the end approach), I’ll either dodge it (if I like you) or attack right 
through it (if you’re trying to actually win). 

Ah, the gameplay changes in Bust A Move 2 add choruses of depth and skill to a game 
series that has proven that a dancing game can be as good as the best from the more accept¬ 
ed (i.e., over saturated) genres. Taking away the choice of combos and secret combos (as far 
as I know), there is now a Just Timing effect added to a perfectly timed button press. A per¬ 
fect transition adds points (points play a big part in BAM2) to the combo and will take your 
dancer along a harder-command, higher-reward path on the character’s combo flowchart. 
Easy, Normal, and Mix (all four joypad buttons can end a combo) modes of play plus a cou¬ 
ple of very fast songs make this game a gas. 

The music, handled by FBIJ, is not as catchy as the first, but it grew on me in a couple of 
games. The roster of dancers has changed with the times as well. The new boss, Pander, is 
traditional and taxing, with the fast beat in the game contrasted by the slowest dancer. 

Hamm, Pinky, and Gas -0 are missed, but Comet, Tsutomo, and Bi- 
0 (think Thriller) fill the bill well. The added dance moves have 
caused the motion capture to be a bit under-exaggerated in com¬ 
parison to BAMi; in addition, the ‘moves busted’ by of a few char¬ 
acters has gone through an overhaul. Shorty bumps and grinds, 
Robo-Z Gold is an African whirlwind, and Hiro-kun has managed 
to increase his “mack factor” an entire order of magnitude. Final¬ 
ly, the backgrounds are awesome once the dancers get groovin’, 
keeping the battle frantic, fantastic, and phenomenally fun. @ 


A. That disco globe looks just like 
the one in Brady’s office! B. The 
models look great and animate 
with skill. 


World Republic says “This game is a sure-fire winner no matter what type of games you’re into. Dam 
mg games are here to stay. I can’t wait to see Bust a Groove on PS2 !” 


Playstation Preview 


cyder.orq 


Sometimes a sibling has the 
aptitude to carry out tasks without 
the constant supervision of its par¬ 
ent. Other times it is of dire impor¬ 
tance that the sibling has its 
parental guidance. Such is the 
case with Cyber Org. This 30 - 
action title has the player skirting 
around cyber-dungeons finding 
computer terminals to unlock 
transporters so that they can be 
warped to yet another one of these 
dungeons. 

There are three characters the 
player needs to navigate through 
all the areas, each fitted with the 
commonly adopted image of 
galaxy warrior. Awful camera tool¬ 
ing, shallow game play and cur¬ 
tailed level design add up to crap¬ 
py product. D+ 


the Samurai is fairly solid. That’s about it, though. Average renders, animation, action. Stiff." 
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cyber.org © square 1999. bust a move © enlx 1999. rasetu no ken © konaml 1999. 
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It’s pre-rendered backgrounds and survival adventure...Samurai-style! 

Sometimes I believe that it is only the bigger Konami teams (like KCET) that lead 
in original design, while some of the lesser teams (like those responsible for 
G.A.S.P) are apparently in charge of emulating other proven games. During that 
process of emulation, something is lost - a certain “crispness,” perhaps. Games 
like Metal Gear Solid and Silent Hill are so crisp. They are original, refined, and 
competent throughout. Games like Rasetunoken (a.k.a. Soul of the Samurai), 
however, enter a genre already populated by proven favorites, and it may not 
be ready to take on the big boys. 

I’ll give Rasetsu another chance to prove itself when I can follow the 
storyline perfectly in the upcoming U.S. version, Soul of the Samurai. 
This pre-rendered BG game is very cinematic in its approach. For the 
time being, however, I can only criticize the lackluster 
gameplay. I’m coming to appreciate the effect that 
this cinematic approach can have on the flow of 
the gameplay. It’s a quick-cutting (literally & 

Japanese film-style) method of gameplay direction, and since the attacking/block¬ 
ing/jumping is rather stiff, it becomes questionable. Hopefully the U.S. version 
will offer some tweaked gameplay. 
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As if they didn't peg it the first time out, RARE produced 


an even more I i 

legendary piece of platforming magic with their second offering in the | 
V^T“ ^ DK universe, DKC 2. Still one of the most eclectic platformers in exis- ™ 

% \ \ \ tence, this is one of gaming’s greatest treasures. The addition of Dixie 

\ \ \ Kong in part two added the element of flight, and in the effects and play 

ft Oft \ \ak mechanics departments the RARE team pulled out all the stops. Line- 

scrolling madness covered the floors and beautiful water and lava 
flowed and transparent magic abounded. Play mechanics like classic ^ 
~ start and stop, precise timing moves, swimming and, of course, team W 

riSftftft and buddy play (with Rambi the Rhino, Enguarde the Swordfish, l| 
IilfluHEH Squawks the Parrot, Rattly the Rattlesnake and more) made it a plat- 1 
former’s dream come true, from start to finish. Add to all of this one of the ™ 
SNE ^’s best soundtracks and a host of special areas, 
and, well, it all adds up to a game that’s a 
Mr? D OHB w ^°^ e * ot better than almost anything in 3D... 

like RARE’s new stuff and a few others. Can 
RARE transfer this magic to the Nintendo 64? I 
Jeez, I hope so. I need another classic platformer and fast! Hey, is it If (®)J ) ( y(W/ J 
just me or did the magical Sony chip in the SNES produce better I \ ^T^ / 

music than the 64? What’s up with that? 


dollars, as the case may be. That’s 
right, as soon as this version of Smash TV 1 rifer rffi "iM 

appeared I ran to the store to shell out the bucks. I 
knew the SNES version had to be the best home ^ 

Smash TV... just look at the pad, that button configu- 
ration, - it was too perfect! 

It was a tough decision, though, because there 
were so many amazing SFC and Megadrive imports 
screaming my name. There was no avoiding Smash «;1 Kt 

TV. After leaving too many quarters in the arcade 

game, I desperately needed the home version to j , , J| 

satiate my continuing hunger. Would I pass it up? 

“ No Way! ” _ JJE 
The SNES version was and is fantastic. Excellent 

graphics, tossing loads of sprites around with no slow- Bf iBj L 

down, great music (close to the arcade), cool voices, and by1 

excellent—maybe perfect—control locked Smash TV 

into my system for many hours at a time. My friends and Uf dB 

I were so into it that it was common to gloat whenever 

you had the most cash and prizes at the end of a level. 

Prizes like a 2600” TV, or A Year’s Supply of Fresh Meat! 

There’s another reason why I think that Smash TV has 
earned its cult classic status: It has one of the coolest (in 
a totally cheesy way) themes for a shooter ever. It’s like BSM 
Running Man all the way, but with a wink and a sarcastic 
little twist Smash TV takes it to a more brutally comedic 

leveL.but I assure you, those last couple of levels are no joke. Track this one down, grab a 
buddy, and set up your SNES; big money and big prizes await. You’ll love it. 
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Trick or Treat! 


This Is the ORIGINAL Kei and Yuri. 

the gun toting. Bloody Card 
throwing Dirty Pair that millions 
f4»tentiaii» <|qyjms h ave come to 
kknow and love, wnflrel se co uld 
^H^estroy half the city InpHh^ 
^^^^uit of a walking arsenal 
and still call it 
a victory? 

A DUB $13.93 
■m \ SUB $E9.95 


THE MOVIE STORE 


SLJMCO/IST 


MOTION PICTURE COMPANY 


tare their skin to 


ANIMATION FOR A 
NEW GENERATION! 


www. adv films. com in fo @adv films. com 


ORIGINAL DIRTY pair © Takachiho & Studio Nue • SUNRISE 

those who hunt elves © Yu Yagami / Media Works • Amuse • Sotsu Agency 
















Fangs are more fun! 


^tVAlUPlXf 


J#* Someday, legend has it, a stone thrown into 

V ' 

6E the Saint Light River will magically turn into 

'Jm\j 

^ ^ a long awaited savior: To date, 18,253 
5^| jj young women have sacrificed their lives 
■T waiting for this blessedevent. Unfortunately, 
: v a savior has yet to appear. This of course 
L ■ seems like a terrible waste to Carrot 
|r , DUB, $24.95 SUB $29.95 


Though in love with a vampire, Inaho has no desire 
to become one herself. Fortunately, there's another 
way to keep her love eternal: the O-part, a 

on its possessor. Inaho's quest for undying 
affection will lead her on the adventure of a 
lifetime, no matter how long the lifetime lasts! 

DUB $19.98 SUB $29.95 
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ANIMATION FOR A NEW GENERATION! 


www. ad v films. cam in fa @ adv films .cam 


AVAILABLE AT 
THESE AND OTHER 
FINE STORES: 



MASTER OF MOSQUITON ©MOSQUITON PROJECT • NIPPON COLUMBIA 
oV x.oc A r 0 SORCERER HUNTERS ©SA*RO* MW/BA *TX«SE 
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888-COMIC-BOOK 
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QUEEN EMERALD AS 

•1999 ADV FILMS 

60 MINUTES*DUBBED IN ENGLISH 

reviewed by dave halverson 

|OOOOl/2 


Story: The slender, streamlined physique of Emeraldas 
is one of the most exalted among female anime figures. 
Together with her ship, Queen Emeraldas, she combs 
the universe for love, honor, and vengeance, protecting 
those she trusts - and anyone who stands in the way, 
well, they just get dead. This 60 minute slice of brilliant 
anime was five years in the making, and it shows. Taking 
place after the death of Tochiro - the troll-like cloaked 
genius who built the Queen Emeraldas and Captain Har- 
lock’s legendary starship - the story revolves around a 
young boy with big dreams, Hiroshi, and a battle 
between two Queens, Baralooda and Emeraldas. 
Hiroshi’s journey of discovery and Emeraldas bold pro¬ 
tection of him and his new-found family make for an 
unforgettable hour of superlative anime. 

Animation: High OVA movie quality. Exquisite hair and 
smoke effects, beautiful CG, and vivid lighting effects. 
Character Design: Some of the most unique in exis¬ 
tence. Ultra-slender female frames, and very unique 
features on the male characters, like huge rows of teeth 
and uniquely contorted expressions. Tochiro is the 
coolest, and Emeraldas is a joy to behold. 

Dubbing: ADV always rise to the occasion when they 
localize treasures like Queen Emeraldas. 

Music: Very Star Wars. A first-rate intergalactic sound¬ 
track. 

Highlight: There are many. A Tochiro flashback, the old 
west-style gunfight between commander Eldomain and 
Emeraldas is super cool, and the final confrontation 
between the fleet and Queen Emeraldas is actually mov¬ 
ing. 

Final Analysis: Quite simply, this is a must-own movie. I 
hope the DVD follows soon, as I’ll no doubt wear my 
tape out. 
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SUMCO/IST 


THE FEATURE-LENGTH JAPANESE ANIME THRILLER 
BASED ON OSAMU TEZUKA 1 S LEGENDARY MANGA 


A BRILLIANT SURGEON. 

A DEADLY DISEASE. 

THE HIDEOUS CONSPIRACY. 


The craftsmanship and the art of handmade 
manga and computer graphics unite in this 
psychological thriller about a mysterious 
surgeon who comes face to face with his 
biggest challenge yet 

BLACK JACK is an underground, master 
surgeon who possesses impeccable skills, 
enabling him to perform operations 
impossible for most He is a man alone and full 
of mystery, appearing in operating rooms to 
fulfill his tasks, while charging millions for his 
secret operations. He is nowfaced with his most 
difficult task to date and must challeng e the 
limits of medical science... before ifs too late! 

An extraordinary number of intellectual and 
athletic 'Superhumans' have the world caught 
in awe, wonder and excitement These 
'Superhumans' far exceed the framework of 
common sense and possess the ability to 
outperform all of their rivals... but how did 
they get this way? 

BLACK JACK discovers the truth behind this 
unusual occurrence... a hideous conspiracy 
lurking behind this strange genetic 
phenomenon... and a dark secret that is about 
to endanger the existence of all mankind. 

• AVAILABLE JUNE 29 th • 


AVAILABLE AT 


M 


a? 


b* 


oQ 


u; 


o 




G 




O 


www.manga.com 


........ Not rated. Contains violence and graphic 

SUBTITLED medical scenes. Parental Discretion Advised. 

1999 Manga Entertainment Inc. • A Palm Pictures Company • Distributed by Ryko Distribution Partners 

























\EAT-MAN VOL 1 EPISODE 1&2 

•1999 ANIMEVILLAGE.COM 

48 MINUTES • ENGLISH SUBTITLES 

reviewed by dave halverson 
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Story: Relying heavily on character interaction and witty 
dialogue, episode one of Bandai’s Eatman (based on the 
Akihito Yoshitomi’s popular Japanese comic) unfolds 
almost entirely in the tiny Sidepass bar among four char¬ 
acters: Mark Mitchell, who’s offering a beautiful female 
mercenary, Culenne Garbo, 5-million lido to hit a mafia 
boss he’s just ripped off, a nosy bartender, and Bolt Crank, 
aka Eatman. After refusing to take the hit, insisting she’s 
not a hit-man, Culenne takes an interest in Bolt, who to 
this point, as far as she knows, is the janitor. She soon 
finds out, however, that there is more to Bolt Crank than 
meets the eye. When Mitchell puts a gun to Bolt’s head, he 
eats it like a candy bar; hence the name. It’s not until 
Culenne tries to seduce Bolt into joining ranks that we dis¬ 
cover the true nature of Bolt’s presence in the bar. And he 
ain’t no janitor. A unique slice of anime to say the least. 

In episode two, the military is closing in on an island 
fortress once used for bio-engineering experimentation on 
living creatures. Desolate, the island is occupied by a pow¬ 
erful sole inhabitant - a mutation that has mur¬ 
dered the island’s residents and has laid to 
waste whole armies who’ve attempted its appre¬ 
hension. The military aim to capture the animal, 
harness its power, brainwash it, and turn it in to 
some kind of super weapon/soldier. They send 
in Bolt Crank to assist the curious female scien¬ 
tist Allessa Rupert, who they’ve hired to find out 
exactly what the creature is and how they can 
capture it. As usual, there’s a bad seed among 
the military to provide the intrigue. 



Animation: 

There’s not a lot of 
action in Eatman 
and the animation 
follows suit. 

Fight scenes: None 
to speak of. Some 
short action 
sequences. 

Highlight: The highly 
stylish end of episode two when Bolt blows the creature 
away-or does he? 

Soundtrack: Groovy ’70s spy stuff interlaced with main¬ 
stream anime action tunes. Unique and very cool. 

Final Analysis: I’ve really enjoyed the Eatman comics 
(available from VIZ) and now I’m glad they’re bringing his 
dead pan antics to the US anime scene. Eatman’s a unique 
dialogue-intensive series that captivates for reasons other 
than the usual adventure scenario. 





\HAUNTED JUNCTION VOL 1- EPISODE 1&2 

•1999 ANIMEVILLAGE.COM 

48 MINUTES* DUBBED IN ENGLISH 

reviewed by dave halverson 
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Story: Haruto Houjo wants one thing - off the friggin’ 
holy student council! But his fellow ghost busters don’t 
seem to mind that Saito High School’s halls are haunted, 
or by the fact that they’re coasting through high school 
never having to attend class in exchange for their mystic 
powers. This is not your average student council; Mutsuki 
Asahina is the daughter of a shino priest, and specializes 
in exorcisms, which is a good thing since Kazumi Ryudo, 
the son of a Buddhist monk, 
has the ability to possess 
just about any entity 
he desires to 
keep the 


school’s ghouls and ghosts in check. Haru- 
to’s the son of a minister but has no special 
powers to speak of, or so it seems. A normal 
school life is all he really wants, and he’ll do 
just about anything to get it. In episode one, 
the Student Council Chairman promises 
Haruto his freedom in exchange for finding 
seven sacred badges that harness the abili¬ 
ty to grant the wish of anyone who obtains 
them. The trio set out to take on the school’s 
seven spirits and successfully snatch the 
seven badges, fulfilling the chairman’s 
request. Too bad the chairman’s big wish is to open the 
spirit gates and let all the rest of the spooks into the 
school, because the little freak’s a ghoul himself. Doh! In 
the second episode things get really deranged, as we 
meet the seven spirits of the school pool, like the myste¬ 
rious man-faced fish and...man-faced sea cucumbers! 
Argh! This is going to be a wacky series! 

Animation: Average for the most part, although it has its 
moments. Good TV quality overall. 

Character Design: Weird. The humans are standard 
enough with classic anime features, but some of the 
ghouls, like the half skinless man with the removable 
guts, are truly disturbing, in a funny way. 

Fight scenes: Very cre¬ 
ative. Asahina performs 
some spectacular and 
hilarious excorcisms. 
Soundtrack:Campy 
anime tunes throughout 
fit well. 

Final Analysis: A fine sit¬ 
uation comedy series 
with ample doses of 
freakishness and clever 
scenarios. 
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WHAT WOULD YDU DO IF A GIRL CAME OUT OF YD U R TV? 



Thirteen year-old lain receives this e-mail from a 
classmate at her Jr. High, the day alter the girl committed 


mergkg it ura real worm it mo nest, aM tie wren wend 

of computers! Winner ol the 1998 Excellence Prize at the 
1998 Media Art Festival by the Agency for Cultural Affairs 
in Japan lor "its willingness to question the meaning ol 
contemporary life as it depicted the development of the 

computer and the ways h which real people live." 
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“I’m STILL HERE. I JUST ABANDONED MY BDDY! 



What makes us human? The people of Mars 
think they know, and they not only discriminate 
against androids, but unofficially condone the 
murder of "Thirds", third generation cyborgs 
who are indistinguishable from normal 
humans. Detective Naomi Armitage assigned to 
find the killer, has a more personal motivation 
than anyone knows - Armitage Is also a Thlrdll 
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WHAT IS IT THAT MAKES US HUMAN? 
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DIMA SIGHTS 999.9 

•1999 URBAN VISION 

60 MINUTES'DUBBED IN ENGLISH 

reviewed by dave halverson 
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YUNA RETURNS 

•1999 ADV FILMS 

90 MINUTES»DUBBED IN ENGLISH 

reviewed by dave halverson 
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Story: Yuna befriends a cute little android who happens to be 
one of three maniacal android sisters, the most destructive 
government experiment gone awry the universe has ever 
seen. They’re so evil, in fact, that they were exiled to a black 
hole! Cast out and unwanted, they are filled with hate and bad 
intentions, wanting nothing more than the Earth’s complete 
destruction...after they take care of cute little Yuna and her 
yappy little band of super 
friends. Yuna, fruity friends in 
tow, convinces the youngest 
of the trio to switch sides, but 
when her two sisters come a’ 
knockin’ the planet gets 
rockin! These chicks are 
pissed and highly volatile. 
Animation: Made for TV qual¬ 
ity abounds. Not very good, 
I’m afraid. 

Character Design: The best 
part of the show. Too bad the 
animation’s not up to the task 
at hand. 

Dubbing: ADV do a nice job, 
providing Yuna is meant to be 
a squeak fest. It’s like a 
puppy that never stops yap¬ 
ping. 

Highlight: Definitely the 


scenes involving the 
android sisters. They 
have serious bad inten¬ 
tions. 

Soundtrack: Pretty 

cheesy overall. 

Fight Scenes: They 
have their (brief) 
moments, but, for the 
most part, are nothing 
to write home about in 
terms of animation. 
Subject matter’s anoth¬ 
er thing. They’re inter¬ 
esting enough but the 
presentation’s just not 
there. 

Final Analysis: Not 

nearly as good as the 
original, but I’m not 
wild about Yuna in the 
first place. The themes 
are cool but the girls 
are so young I find it 
hard to get into. There’s 
not enough nastyness 
going around. Younger 
kids will no less dig it. 


Soundtrack: Captivating orchestral 
score highlighted by excellent sound 
effects. A first-rate production. 

Fight Scenes: Superb smoke and 
explosions, excellent animation and 
detail. 

Final thought: I can’t get enough of 
the amazing and unique style of Mat- 
sumoto. This one’s over too quick and 
is a stand alone feature, but it’s a 
great addition to your collection 
whether you’re a long time Starblaz- 
ers ’ fan or just discovering this unique 
anime style. 


Story: A meteor hurtling through space glances off of an alien 
world, picking up a powerful DNA force in the exchange. Its 
course altered, the meteor eventually strikes the Earth, nearly 
decimating the entire population, and changes the course of 
evolution forever. The Alien planet’s peaceful spirits dispatch a 
guide, Mello, to to help return the Earth to its proper evolu¬ 
tionary destiny by assisting three survivors. Two humans and 
a cat have escaped ground-zero impact and have been altered 
by exposure to the fire force DNA. But evil forces have moved 
in as well. Photon and her minions, including slithering piles of 
liquid earth from the planet’s core, are vying for control of the 
trio, to insure they don’t get in the way of their plans for glob¬ 
al domination. One deity desires the continuation of humani¬ 
ty, and the other, its demise. The survivors, Tetsuro Daiba, Rei 
Yuuki, and Mee the cat, must discover their new celestial power and, with 
the aid of their earthly friends, thwart Photon’s evil “Traitor Squads” and 

restore peace before their 
inevitable ascension to a high¬ 
er place. 

Animation: Very good 

throughout. 

Character Designs: It’s Star- 
blazers all the way! 

Dubbing: Seamless. Never 
forced, under- or over-exag¬ 
gerated. 

Highlight: A special appear¬ 
ance by Captain Harlock and 
Space Battleship Yamato! 
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GRANDOLL 

•1999 CENTRAL PARK MEDIA 

90 MINUTES«OUBBED IN ENGLISH 

reviewed by dave halverson 
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THOSE WHO HUNT ELVES 

•1999 ADV FILMS 

60 MINUTES«DUBBED IN ENGLISH 

reviewed by dave halverson 
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Story: Hikaru falls to Earth in a space capsule, practically lands on her 
adopted parents, and has amazing super powers. Remind you of anyone? 
Beuller, Beuller...? She grows up a huge anime fan not knowing that she 
herself is the Crown Princess of the Planet Gran and therefore sole heiress 
of the most powerful armor in the galaxy. In episode one, after we’re intro¬ 
duced to her dad (professor and gad- 
geteer), mother, best friend, and high 
school squeeze, we get to see the sparks 
fly for the first time. When her way of life is 
threatened, Hikaru becomes Hyper Speed 
Grandoll for the first time in an animated 
transformation sequence reminiscent of 
Devil Hunter Yohko. Not a moment too 
soon; I was growing somewhat weary of 
the high school hijinx, when low and 
behold hot mecha action broke out as 
Hikaru burst out of her school duds and 
into the tight-tanium action suit, The Royal 
Armor. Once she dons the Armor things 
take a decidedly sci-fi direction. Invaders 
from her home planet will stop at nothing 
to possess her incredible suit, and so once 
they find her, the entire planet is in peril. 
It’s a cliche scenario, but it’s executed well, 
in this case with a compilation of dad’s 
wacky gadgets, high school hijinx, and 


hardcore space duels. 

Animation: Good TV quality 
with an emphasis on the 
battle sequences. 

Character Design: The bat¬ 
tle armor designs are excellent and 
the professor’s inventions are 
quite novel as well. 

Dubbing: Hikaru’s super cute, but 
is voiced ok for the most part. The 
rest of the dub seems way off. The 
enemies don’t sound nearly fore¬ 
boding enough. 

Soundtrack: Sparse. Pretty stan¬ 
dard otherwise. 

Fight Scenes: A little short but 
well executed and animated. 
Highlight: Hikaru’s alarm clock! 
Final Analysis: A three-episode 
series worthy of your attention if 
you don’t mind slightly girlish 
themes with your sci-fi action. It’s 
cute on the one hand but also fea¬ 
tures mild violence and a good 
amount of nudity. 


Story: In episode one, Junpei, Airi, Ritsuko, and Celcia (who’s still a 
dog) arrive in a city under siege by a group of skeletal terrorists. The 
city is protected by a powerful female Elf mistress, so, of course, it’s 
time to\d)'op / trou (and everything else) once again. Airi tries to 

?ss Dial) into slip- 
d is just about to, 
bloVvs it. The only 
her naked now 
last bony war- 
DiaLbeats Junpei 
tfe one to strip 
deep, eh? In the 
Junpei goes to 
ry elven ninja 
,’s a little better 
.tory'is just not 

that exciting. 

Animation: It is very sparse, 


Dubbing: These episodes are 
well acted and scripted. 

Character Design: A lack of 
detail keeps them from coming 
alive although the art style is 
desirable. 

Fight scenes: Pretty unin¬ 
spired. They just don’t pack 
any punch. 

Highlight: Risuko casually rolls up in a tank up 
when a hostile draws a bazooka. Mistress Dial’s, 
shall we say, growth spurt is pretty cool too. 
Final Analysis: While Those Who Hunt Elves 
may be not be much on the eyes, it does have a 
witty spirit, good writing, and one thoroughly 
whacked out plot. It also deals with elves, and 
everyone loves elves. Me, I prefer a deeper plot 
and a lot more animation. 
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Gundam, to the 
Sea df Stars 

Pursuing the stolen Gundam, 
Kou Uraki and his comrades fol¬ 
low Anavel Gato into space. 
Here he experiences a crushing 
*^j/ defeat and must turn to the 

V f unlikeliest of mentors - a 
T / former Zeon soldier! As Kou 
regains his confidence, he 
s once again takes control of 
Gundam Unit-01. Episodes 5-6 
SKU 0372 

ISBN 1-58354-141-1 
UPC 669198037238 

msrp $ 19.98 


With Shining 
Blue Fire 

With Gundam Unit-01 under¬ 
going Full Vernian modification, 
Nina and Kou are able to spend 
some time together, but as 
the Delaz Fleet completes its 
final preparations. Will Kou 
admit to his growing feel¬ 
ings for Nina? The curtain 
rises upon the lives of 
soldiers whose destiny is 
forced into a fatal collision 
with Kou. Episodes 7-8 

SKU 0373 

ISBN 1 -58354-142-X 
UPC 669198037337 


msrp $ 19.98 
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With Shining Blue Fire 






©1991 SOTSU AGENCY • SUNRISE 

9 English adaptation produced by Bandai Entertainment, Inc. 


Available: 




SKU 0580 

ISRN 1-58354-187-X 
UPC 669198058035 

msrp $ 19.98 


Again is the direct to home video sequel 
release [Original Video Animation] of the hit Japanese Animation 


Saber Marionette J Again 

Saber Marionette J 

S inai Vide 

i ber Marionette J. 

Ume, Cherry, and Bloodberry, female-like androids called marionettes, 
have returned to Otaru’s side. The somewhat reformed marionettes of 
Faust [Tiger, Luchs, and Panther] are sent to stay with Otaru and 
friends to learn more about being human. Enter a seventh marionette 
named Marine, whb has mysterious power... and they all possess the 
special maiden circuit that allows a marionette to feel emotions! 

Saber Marionette J Again ©Satoru Akahori • Hiroshi Negishi • Tsukasa Kotobuki • KAD0KAWA SH0TEN • BANDAI VISUAL* SOTSU AGENCY 

©1999 English adaptation produced by Bandai Entertainment, Inc. 
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Produced by: 

BANDAI 

entertainment 

© All rights reserved Bandai Entertainment, Inc. 


Distributed by: 


For more information, please see www.pioneeranimation.com or call 1-800-421-1621. 

Retailers, please call Pioneer Entertainment Sales at 1-817-410-5050 x5084 or call your favorite video distributor. 

































MONKEY MAGIC EPISODES 1-7 

•1999 BANDAI ENTERTAINMENT 

APP. 2-1/2 HRS.•DUBBED IN ENGLISH 

reviewed by dave halverson 
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Story: Monkey Magic takes place in a world divided between 
man and monkey, overseen and kept at peace by celestial 
beings in the sky. But the evil Dearth Voyd, lord of the nether¬ 
world (and universal champion of all monsters!) wants to rule 
over all of it. To vanquish the guardian and his teachings, 
Dearth must seize control over a monkey savior (the stone 
monkey) that falls from the heavens, so he sends in his evil lit¬ 
tle lackey, Batty, to befriend the monkey and eventually get 
him to sign a pact with the dark side. Or at least that’s the 
plan. On tape one (episodes 1-3) stone monkey wastes no 
time developing his skills. He begins his reign by chasing the 
humans out of the monkey homeland, Flower Fruit Mountain, 
then has his first encounter with Prince Nata. Nata, the 
pint sized son of a celestial general, is sent down by 
the gods to contain the pesky primate. Upon 
the stone monkey’s first defeat (Nata 
works him), he embarks on a three-year 
journey to obtain divine power from 
the hi-priest, Sibita. Triumphant, after 
much personal discovery at the 
hands of the wisest of the wise, stone 
monkey assails to a higher con¬ 
sciousness and becomes Congo the 


ty to clone himself, by episode four Congo is 
ready to return home, but when he does, he 
finds that the humans have overrun his people 
and are about to send them to their doom. 
Dubbing: Monkey Magic is in syndication on 
American TV and features highly polished Amer¬ 
ican voice acting. 

Animation: The CG’s not as detailed as Reboot’s 
but it’s impressive and there’s lots of it. The 2D 
elements are beautifully colored and shaded 
with good-quality movement throughout. 
Character design: Anyone who reads (or should 
I say looks at) Japan’s number one gaming mag¬ 
azine, Famitsu, will instantly recognize the phe¬ 
nomenal style of Susumu Matsushita, the mas¬ 
ter of shading and cool critter design. Now imag¬ 
ine a whole universe of his creations and you’ve 
got monkey magic! 

Soundtrack: A very catchy Saturday-morning- 
cartoon-style opening, followed by good quality 
upbeat music throughout. The end credits 
theme has a cool Chinese ring to it. 

Fight scenes: They’re light on 
violence, with only mild car¬ 
nage, but long, highly cre¬ 
ative and very well choreo¬ 
graphed. 

Final Analysis: Monkey 
Magic may be aimed at a 
young audience, but its 
great visuals and universal 
message of self respect, dis¬ 
covery, and humility is one 
that we can all benefit from. 
Dare I say fun for the whole 
family? Ah, what the heck! 
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ISSUE S 

Features: Metal Gear 
Solid, Earthworm Jim 
3D, Wild 9, Messiah, & 
Quake 2 gibs! 


s 7.99 

ISSUE 4 

Features: Command 
& Conquer: Tiberian 
Sun, more Dream- 
cast, Half-Life, & 
the Sega Arcade 
Special! 


ISSUE 5 

Features: Wild 9, 
Dreamcast game 
previews, Crash: 
Warped, Final 
Fantasy 8, & Myth 2: 
Soulblighter! 

* 7 . 93 . 


Features: Final Fantasy 
8, Squaresoft, Dream- 
cast preview, E3 cover¬ 
age, & Quake 2 mission 
packs! Plus an interview 
with James Woods! 

anLV FI FEUJ LEFT! 

$ 14.99ea 


ISSUE 6 


Features: Legacy of 
Kain: Soul Reaver, 
Sonic Adventure, 
Colony Wars: 
Vengeance, 
Nintendo’s Gamers 
Day, & Heretic 2! 

$ 7.99ea 


Features: Zelda 
64, Dreamcast 
previews, 

Arcade show, 
Dark Vengeance, 
& Castlevania 
64! 


ISSUE 


Features: Tonic 
Trouble, Sega 
arcade preview, 
Dreamcast 
games, Myth 2: 
Soulblighter, 
Everquest, Silent 
Hill and the Tokyo 
Game Show! 


Features: Silent 
Hill, Interviews 
with Shigero 
Miyamoto, Todd 
McFarlane and 
KOEI, FPS 
Shooter Awards, 
the Year in 
Review! 


Features: Ray- 
man 2, Sonic 
Adventure, 
Shenmue, Total 
Annihilation: 
Kingdoms, 
interview with 
Team Evolution 
and DJ Q-Bert! 


13 


Features: Smash 
Bros., Power- 
stone, interview 
with Capcom’s 
Takeshi Tezuka, 
Team Land Ho & 
Luxoflux! 


Features: Lunar 
SSS, AOU show, 
Shen Mue, Final 
Fantasy VIII, 
Retro Games, 
interview with 
Tommy Tallarico! 


Features: Blue 
Stinger, Tokyo 
Game Show, 

Neo Geo Pocket 
Color, interviews 
with Norimasi 
Hiroano, Shinya 
Nishigaki & Fear 
Factory! 
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You can also mail your request for back 


issues; just send a check or money 


order payable to “ Gamers’ Republic’ 
to: 

Gamers * Republic 
Back Issues 


P.O. Box 4769 


Thousand Oaks, CA 91361 


Please include your name, address , 


and a list of the issues you’d like 


Domestic orders please add $2.50 for 


shipping and handling; foreign orders 


add $3.75 for shipping and handling. 
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3 as well as the Tekken 3 Strategy Guide! Also 
included: our exclusive interview with 
sa the late Phil Hartman! 


onLv 


ea 


WHILE SUPPLIES LRST! 







































































































































To enter the ADV/Gamers’ Republic Top Five Anime Contest, simply send us a list of your 
favorite five anime. new or old. Make sure to include your name, address and age and send it 
to: Gamers’ Republic Top Five Anime. 32123 Lindero Canyon Road, suite 218, Westlake Vil¬ 
lage, CA 91361. First prize will receive: A Sony PlayStation & Tekken 3, A Tekken 
Action Figure, The Tekken Movie From ADV, and a 1-YEAR Subscription to 
Gamers Republic. Second place will receive The Tekken movie, a Tekken action figure, and 
a 1-year subscription to GR, and third place will receive the Tekken Movie and a 1-year sub¬ 
scription. Good Luck everyone! For your free ADV catalog (and this is one cool catalog] write 
to: AD Vision, 5750 Blintiff #217, Houston, TX 77036. 


Congratulations to this month’s winners! 


Gamers’ Republic would like to thank ADV Films for their support. 


No purchase necessary. Void where prohibited. 


RERDERS' TOP 5 

1. Evangelion ADV Films 

2. Ninja Resurrection ADV 

3. Ninja Scroll Manga 

4. Ghost in the Shell Manga 

5. Akira Streamline 


D. Halverson 

advsR. Peters 

adv’s B. Atwell 

1 . Queen Emeraldas ADV 

1 . Ninja Resurrection ADV 

1 . 

Perfect Blue 

Manga 

2 . Master of Mosquiton ADV 

2 . Neon Gen. Evangelion ADV 

2 . 

Macross: Do You Remember Love 

3 . Knights of Ramune Soft.Sculptors 

3 . Darkstalkers VIZ 

3 . 

Venus Wars 

US Manga 

4 . Ninja Resurrection ADV 

4 . Ushio & Tora ADV 

4 . 

Porco Roso 


5 . Ninja Cadets AnimeWorks 

5 . Ping Pong Club Soft.Sculptors 5 . 

Golden Boy 

ADV 

J 


T RRI 


Anthony Simmons 

Tallahassee. Florida 


^ no rrize m 

Kriesberg Garduce EJJJ 

Daly City, California 


RiD PR Z 


Cory Williams 

Chicago, Illinois 
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Lunar: SSSC continued from page 69 
There are two aspects of this epic that I found less than 
stellar: I like the old music better—a lot better—and some 
of the speech during battles wore a bit thin after a few hun¬ 
dred clashes. Overall, I think battle cries are a good idea, 
but I think they should evolve with a character’s strength 
and experience. The re-recorded soundtrack is very good 
and of the utmost quality, but in my opinion it doesn’t con¬ 
vey the sense of majesty that the original did. Of course 
that’s just my opinion; I could be wrong. These slight per¬ 
sonal misgivings don’t even nick the surface of this momen¬ 
tous fable that is filled with well over 50 hours of hard-core 
role-playing, seldom exhibited on any format. Working 
Designs have done a fantastic job on the speech and taken 
full advantage of Dual Shock technology to bring you the 
ultimate Lunar experience. Not only does the controller 
rumble, but it does so to match the cadence onscreen dur¬ 
ing the game and the cinemas! For those of you who appre¬ 
ciate a bit of modern humor in your role-playing diet, plenty 
can be found around the game’s outskirts. Sticking to the 
main conversations, the story unfolds in traditional form, 
but should you stray into the game’s many nooks and cran- 
nys you’ll find all manner of pop culture witticisms. 



A word to the wise before I run out of space. If you’re in 
the market for a Lunar SSSC Strategy guide, may I suggest 
the WD Official version. The budget (or as we say here at GR, 
“boo-jae”) books made from versions obtained in shady 
ways will not include the correct hidden bromite locations, 
as WD had the foresight to derail their unofficial ways and 
changed them at the last minute. The WD book is also 
filled with extensive maps, intelligent writing, and official 
art. So do yourself a favor and make an effort to seek out 
the Official guide. I’m not against unofficial strategy 
guides when the developer and publisher have given their 
blessing, but hack books made from beta versions sold to 
the highest bidder... well, that’s not good for anyone. 

And so there you have it. Lunar not only 
lives up to the hype, but exceeds it by 
setting a new benchmark in packaging at 
the same time. A finer package and con¬ 
tents you will not find on these shores. 

S y you all achieve the status of 
agonmaster ... before the sequel 
ts, perhaps this year! f 





AnimeNation.com 

THE WORLD S ANIME SOURCE! 


£L<3 ji£A P\ 


NOW OFFERING FREE WEB BASED EMAIL! 
(MR 20 ANIME DOMAINS TO CHOOSE FROM! 
SIGN UP T0DAT @ AnimeNation.com! 


20% Off VHS 
15% Off DVD 

Import Games and Game Music 
Thousands of items • Gontact us for Free Catalog 


AnimeNation 
21919 US Highway 19 N 
Clearwater, FL 33765 


www.animenation.coin 
sales@animenation.com 
888.mv.anime • 727.796. 
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Final Fantasy fans. Palisades Marketing has got your back with a splendid array of 
vinyl and polyresin statues and action figures based on FF VII, VIII and Guardian 
Force (the monsters from FFVIII), from renowned japanese creators, Kotobukiya. 
For more info on all of Palisades exciting goods, check them out online at 
www.palisadesmarketing.com. I saw these at E3, and they are spectacular! 


FFVII&FFVIII • QUAKE II REPAINTS 


MYSTERY MEN 


PUPPET MASTER 


& MORE! 


ReSaurus’ Quake version 1.5 
upgrades are creeping onto « 
store shelves. Look for Viper' 
Marine with Barracuda Shark 
and grappling hook; Lotus 
Marine with Strogg Parasite 
and grappling hook; Tank Com¬ 
mander; and Iron Maiden with 
Strogg Technician accessories 
at a retailer near you. 


Playing Mantis’ Mystery 
Men action figures, ^ 
based on the Dark * 
Horse 


comic and 
upcoming movie, should 
appear prior to the film’s 
August release. Alrighty 
then, . 


FI NIL if 

fish 

01*99 29937 > 
































LIMITED EDITION 
ACTION FIGURES 


Coming this Fall, Kotobukiya 
Co., Ltd and Palisades Marketing 
LLC proudly present an all-new 
line of collector Action Figures 
based on the most anticipated 
PlayStation game in history: 

Final Fantasy VIII! j^f 


www.palisadesmarketing.com 
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PUPPET 


Would you sleep in the same room with these 
guys? Full Moon Toys could care less, just so you 
save them from their blister packs. Uncanny 
quality is in effect. At finer comic book locations. 





































• 15 Points of 
Articulation: 
the most on 
the market! 
Including 
Chest Articu¬ 
lation! 

• Soft “Dread- 
lock" Hair 


• Clow-in-the- 
l)ark Skulls 
and Bone 
mask 

• Production 

strictly Limit- 
■ v 


Brought to you by: 

Wholesale 
Inquiries: 

360-438-3406 

Setting New Action Figure Standards 

Crystal Dynamics, the Crystal Dynamics logo, the GEX character, Akuji the Heartless and related characters are trademarks of Crystal Dynamics. © 1999 Crystal Dynamics. All Rights Reserved. 


PH AT KAT 


Coming Late 
June to a 
Store Near You! 


■-■'A 


PRODUCTIONS 


Ti 

CRYSTAL 

T52ZESZE3J 
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Yes, it’s the new Orbital. It’s been 2V2 long years 
since we were amazed, lulled, and caressed by the 1 
Insides double album. I remember how “The Box”' 
opened so gently, so perfectly... Now I’m enjoying yet anoth- ' 
er Orbital masterpiece. Middle of Nowhere is a captivating album ' 
from the Hartnoll brothers, of Sevenoaks origin. It’s immediately ' 
apparent that the years have been kind to the pair. The first track, “Way 1 
Out,” fills oh so much of the spectrum with gorgeous and uplifting rhythm ' 
through bass, horns, soothing strings, and subtle vocal use. My first listen, I ' 
fought away the anxiety and smiled during the chills; ' 
somehow I felt so proud of Orbital, so happy to accept ' 
their music again and feel the soul of electronic masters so ' 
far beyond the norm. Tracks like “Know Where to Run” are ' 
perhaps the best example of a “new” Orbital sound, as amaz¬ 
ing rolling beats merge into a brilliant synth chorus and slightly ' 
uncharacteristic tempo swaps. It’s still so clearly Orbital that I’m 
listening to: the unparalleled layering, the distinctive build ups 
that grow and morph into lush drum-filled symphonies of cut¬ 
ting ambience, the trippy abstract vocals, and non-stop flow J 
to and from each track. There’s a profound ebb and flow J 
between pieces, and these midway points, like those in i 
every Orbital album, become essential for interpretation. Excellent, cerebral A 
album. 

Mike Griffin 

FFRR, Import/Domestic 

Til 


Unless you are without TV, you’ve likely seen 
and heard Furslide’s first hit off of their debut CD ' 
Adventure, titled “Love Song.” 

Wondering if the rest of this CD is 
as fresh? Well, yes and no. This is a 
peculiar mix of straight rock tunes for the 
most part, although they do take some 
chances. And it’s when they do that Furslide 
seems to gel. Falling somewhere between 
’80s reminiscent rock like “Skinny Girl” and 
adventurous thought-provoking tunes like 
“Hawaii,” Furslide present the listener with a 
diverse array of musical themes. It’s as if they really 
weren’t sure what we’d like, so they threw down a 
melee of selections. Synth free, it’s all good, and highly 



wiBins 


Wow, a new Underworld and Orbital all at once? 1 
And a new Chemical Bros. LP this year? It’s too much. 1 
Beaucoup Fish, brought to you once again by Emmerson, ' 

Hyde, and Smith, is easily one of the finest albums released 1 
so far in ’99, and it may be their best release yet. Underworld ' 
helped to raise the bar for Techno in the early ’90s and they’ve only 1 
improved with time. The first track, “Cups,” a 12-minute epic, is a per- 1 
feet selection to kick off Beaucoup Fish, gathering at once a pleasant mean- 1 
dering beat, minimal bassline, and inviting computer-modified vocals. ' 
Eventually it runs its course, colliding solidly with a pumping beat splayed out 1 
across Underworld’s patented furious and spatial percus- 1 
sive layers. “Push Upstairs” (currently receiving beaucoup ' 
air play) follows, slapping down gorgeous and intense piano A 
composition over straight-to-the-point kicks and vocals.’ 
Underworld are truly lords of the techno build up, leading yoi 
through layers of increasing atmosphere, whether it’s tension 01 
madness, calming or floor filling. “King of Snakes” is destined 
to be an essential track for Djs to lay on the crowd halfway A 
through an evening set, if only to convince people that the A 
floor should be stomping again. As an album listener, j 
however, you’ll be treated to a near perfect mix of A 
chilled melodies, edgy electro, and incredible techno. 


Mike Griffin 


fEnn 

JB0/V2, Domestic 


listenable, although none of it really grabs me the way the title track did. Compared to 
almost everything else out there, Furslide’s sound doesn’t seem to have enough meat on 
its bones. Ambient sounds in the background or perhaps a little synthesizer action 
would have made all the difference. It needs more layers. Then again, if you’re 
looking for an old school rock ‘n’ roll band with a female lead and some 
ideas, well, you’ve arrived. All one of you. 

Horselover Fat 


Virgin, Domestic 


I have discovered another excellent band that 
has eluded me thus far in my search for good ' 
music in the ’90s, Econoline Crush. Not that I should ' 
already know of them, as they are a somewhat obscure 1 
Vancouver-based band. Their new CD, The Devil You Know, ' 
is one of the most thoroughly enjoyable rock CDs I’ve heard ' 
since VAST’s debut last year, as nearly every track is worthy of your 
deepest attention. Their sound, a fusion of electronica and industrial, 1 
is complimented by meaningful lyrics skillfully poured over the rock- ' 
infused rhythms by lead singer Trevor Hurst. His song writing, which ^ 
addresses such topics as the price of fame in “Sparkle and Shine” and his own 1 
dark personality on “Hollowman,” is heartfelt, and he possesses a unique bellow- A 
ing voice. So often the best new music is ruined by ritual screaming or complaint-rock ' 



whining. In his own words Hurst’s offers this take on the bands aural approach. “Take a A 
boatload of rock ’n’ roll, some electronica and dash of hip-hop, ' 
throw it in a blender, put it on puree, pour it in a glass, and that’s A 
ECONOLINE CRUSH. I think it’s just modern rock, in the simplest A 
of terms. We have a big palette and paint from all those A 
sources.” Of the CD’s 14 tracks, the last, “Razorblades and A 
Bandaids,” an emotional tune with soaring guitars and A 
melancholy lyrics, is the one playing over and over in my A 
head. Keep listening though...a Japanese surprise A 
awaits! Dave Halverson 

(=tto fflrirf7?7 n& 

EMI, Canada 






































































System Includes: 1 Controller, 
VC & A/V cables. 

Modem not included. 


DC Arcade Stick 


DC Gun 


Wheel 


: or a complete listing of 
Ireamcast, Playstation, 

164, and Saturn games and 
iccessories, send $1.00 for 
:urrent catalog. 


GameMadness.com 


/ou’ll find the newest and largest selections of Dreamcast™ 
games and accessories for the lowest price. Also, check out 
:he latest released games and our most innovative accessory 
ines for PlayStation™, Nintendo 64™, and Saturn™. 


NINTENDO' 


For orders and inquires, call: ( 626 ) 965-6891 
Mail your order to: P.O. Box 8220 

Rowland Heights, CA 91748 


System DC Controller DC VMS DC Puru Puru Pack DC Fis 





999 GameMadness.com. All Rights Reserved. Dreamcast, PlayStation, Nintendo 64, and Saturn logos are trademarks of their respective companies. Prices are subjected to change with notice and all sales are final, No Refunds. 

















































































Paramount 


under every child’s bed, which is a great thing for a children’s movie. Time to 
invest in night light companies... • AND NOW FOR SOMETHING COMPLETELY 

DIFFERENT: Look for -- 

episodes of Monty Python's 

Flying Circus to be released A I 

on DVD and VHS later this 
year by A&E Home Video. No 
word yet if they plan any 

extras with the episodes. -- 

• JUST TO BOOST MY WORD COUNT: It’s not movie news, but it’s still nutty: 

I the Artist formerly known as Prince apparently doesn’t have the 

rights to the master tapes of his last 17 albums released by 
Warner Brothers, so he plans to re-record the entire collection. 
V That’ll keep him off the streets, at least. 


c/>7ematrix 


page 118 


AUSTIN POWERS: The Spy Who Shagged Me 

New Line Cinema 


The final scenes of the first Austin Powers opus 
showed a frozen Dr. Evil (Mike Myers) escaping 
into outer space in a Bob’s Big Boy-turned*rocket 
pod, after vowing vengeance on our intrepid hero 
Austin Powers (Mike Myers). Well, he’s back, and 
goes back in time to the ’60s to steal Austin’s 
mojo, which puts a cramp in his ’90s honeymoon 
with Vanessa (Elizabeth Hurley). Luckily, British 
intelligence has created a time machine of their 
own, which allows Austin to follow Evil and 
retrieve his shagadelicness. All the players from the first 

Michael York as Basil Exposition, 
Robert Wagner as Number 2, Seth 
Green as Scott Evil; along with new¬ 
comers (to the Austin Powers story, 
at least) Heather Graham as CIA 
agent Felecity Shagwell, Rob Lowe 
as a young Number 2, Gia Carides as 
Robin Swallows, and Verne Troyer as 
Dr. Evil’s clone-gone bad Mini-Me. Of 
course, Myers plays multiple roles 


Rated PG-13 

In theaters June 11 


SOUTH PARK: Longer & Uncut 


It must be the ’90s; here’s a cartoon show origi¬ 
nally put together as a 5-minute short (and a 
shocking one at that - my wife still hates it!) to get 
the attention of Hollywood execs that’s gone on to 
boost a cable channel into the big leagues and is 
now set to hit the big screen this month. While the plot isn’t nearly as guarded as anoth¬ 
er certain film, I won’t spoil the fun by revealing too much (it involves Mr. Hat, Military 
school, a conflict in Canada, and loads of swearing). And if you’re a fan like I am, the plot 
is secondary; I’m more interested to see how far Trey Parker and Matt Stone have pushed 
the studio in this production (they’ve rejected the advice to tone it down for a PG-13 rat¬ 
ing in order to maximize profits from the project). 
Two things are guaranteed: this isn’t a movie for 
kids (although they’ll see it somehow, I’m sure...), 
and Kenny dies. Early. 

Rated R; In theaters June 18 


Austin Powers: International Man of Mystery DVD New Line 


Can’t wait for the new Austin Powers movie? Then run 
our to your favorite media outlet and get the first movie 
on DVD! This high-definition enhanced disc has standard 
TV-screen format plus 16:9 enhanced format, Dolby 
sound, running commentary by Mike Myers and director 
Jay Roach, seven deleted scenes (including two alternate 
endings!), the original theater trailer, and special “Star 
Highlights” that reference other movies the stars of this 
one have been in, with clips from five other films. While 
they didn’t include official Austin Powers martini glasses 
or a talking standee (like the one here in the Republic 
office!), you can order tons of Austin Powers stuff at New 
Line’s website: www.newline.com. Also available: the 
“Swedish-made Enlarger,” but that ain’t my bag, baby. Rated PG-13; available now 


Springer, and Elvis Costello not only gets a 
bit onscreen part but contributes to the 
soundtrack, which features a collection of 
’60s hits re-recorded by such ’90s artists as 
Madonna, Lenny Kravitz, Scary Spice, and R.E.M., as well as Dr. Evil’s heart¬ 
felt performance of “just the Two of Us.” just the thing to set the mood. 

Also of note: The Spy Who Shagged Me features the new Dolby Digital Sur¬ 
round EX format, and is the second film to do so. The first? Star Wars: Episode 
One (maybe you’ve heard of it?)! Way to go, Austin baby! Oh, behave! 

nflimll Hi 


THE CUTTING ROOM FLOOR 

• HERE COME THE ANGELS: The Charlie's Angels 

motion picture is on its way, and we’ve heard it’s / jf- . 

slated to star Drew Barrymore, Cameron Diaz, and /' ^ " 

Catherine Zeta-jones. But will it include that’70s 1 

feather hairdo? • BUT WHO’LL PLAY LARA?: Eidos A * 4 ® 

Interactive’s Tomb Raider property has a screen- f 41 » 

writer, Steven de Souva v *4 !l 
lStreet Fighter, Judge ~ f 

Dredd, and Die Hard), m lSKfwpf 

* and a potential director, ov * 

Stephen Herek (Bill & Y ^ 

Ted's Excellent Adventure, 101 Dalmations). The 
good news: we’re one step closer to knowing who’ll 
be the big screen Lara. The bad news: we’re not that 
far yet. Patience, my son... • MONSTERS AND TOYS 
AND COMPUTERS, OH MY: Pixar’s next CG movie 
(after Toy Story 2, that is) will be Monsters Inc. It’ll 
follow the misadventures of a monster that accidentally brings a little boy into 
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Climax Landers 
Aero Dancing 


D2 

Geist Force 


Blue Stinger $54 Godzilla Generations $54 Incoming $54 


July $49 


Pikachu Snap S69 Pokemon Stadium $64 


IMPORT P8<achu Genxklechu $89 

Smash Brother 
Brave Spirits 2 
Ultra Snow Board Kid 
Wonder Project J 2 
Augusta Golf 98 
Pikachu Genkidechu 
Doraemon 2 
Sumo 2 

Powerful Baseball 6 
Super Bowling 
Pro-Baseball 6 


Duke Nukem: Zero Hour 
California Speed 
Quake 2 

Beetla ADV Racing 
Rampage Universal Tour 
Super Smash Brother 64 
Chameleon 2 
Star War Racer 
Gex 3: Deep Cover 
Jet Force Gemini 
Hybrid Heaven 

Now you can play import N64 games on U.S. 
N64 system with N64 converter $15 


Get Bass 

Elemental Gimmick Gear 
Buggy Heat 
Mahjon 


Marvel VS. Capcom $54 Sonic Adventure $54 Seventh Cross $54 Pen Pen Tricelon $49 


House of Dead 2 $95 
(with gun) 


. fai l B j pj ipKaHI fjfjjH 

Monaco Grand Prix 2 $45 Tetris 4D $49 SengokuTurh $54 Evolution $54 


Please call for any titles not 
listed above. 


Psychic Force $54 Virtua Fighter 3 $54 Super Speed Racing $49 Aero Dancing $54 Power Stone $54 Sega Rally 2 $54 


Virtual Pro Wrestling 64 S54 Sumo264$69 


Goemon2$69 


EHRGEIZ $59 


Chocobo Dungeon 2 $59 


Bomber Man $54 

IMPORT 

Super Robot War F Complete 

Gundam Char’s Counter Attack 

Macross 2 

Final Fantasy 8 

Final Fantasy Collection 

Chocobo Racing 

The King of Fighters 98 

Ace Combat 3 

Bloody Roar 2 

Langrisser 5 Final Ed. 

Beatmania 

Capcom Gen. V. 1-5 

Last Blade 

Eretzvaju Last Battle 

Densya De Go! 2 

Sega Frontier 2 

Cotton Original 

Devil Summoner Soul Hackers 
Bust Move 2 
Omega Boost 
Cyber Orgue 


F. Pro Wrestling $35 

IMPORT 

Dungeons Dragon 
Capcom Generation Vol. 1-5 
Sakura War 2 
Evangelion S.G.F. 

Real Bout FF. Collection 
X-Menvs.SF 


Deep Fear $59 


GEX 3: Deep Cover 
Lunar: Silver Star 
Need for Speed 4 
Messiah 

Legacy of Kain 2 
Rampage Univ. Tour 
Carmegeddon 2 
Point Blank 2 
3 Extreme 
Ridge Racer Type 4 
Shao Lin 
Croc 2 
Quake 2 
Warzone 2100 
Street Fighter Alpha 3 Capcom Generation 5 $59 
WWF: Attitude .... 


Vampire Savior $49 


DBZ Legend $39 


Ridge Racer Type 4 $59 


Chocobo Racing $49 


Dragon Ball Z legend $39 


King Of Fighter Collection 


Phantasy Star Collection 
Striker 1945II 
PiaCarrot2 


Shining Force 3 III $49 Radiant Silver Gun $54 Saturn converter $15 


DBZ GT $39 (import) 


Suikoden 2 $49 


GameBoy(import) 


Deep Freeze $59 


The King of Fighters 98 $59 


PSX VCD Adaptor $59 


Final Fantasy VIII $39 
Original Soundtrack 
4COs set 


CCLQR NEQ GEO POCKET 


Pokemon Yellow 


Color King Of Fighters R2 
Color Pocket Tennis 
Color Neo Dragon’s Wild 
Color Neo Cherry Mast 
Color Baseball Star 
Color Puzzle 


maMSRVgMSfflffl SFC/SNES 
ROMANCING SAGA 3 $39 CONVERTER $15 


NEO GEO CART/CD 


(Cloud, Ufa, Aeri, Barrett set of 4) 

a_. VincentWea. 

8” Macross Action Figure (vol 1—12) $19/Ea 
8” Evangelion Action Figure $19/Ea 
3” Rockman Action Figure $15/Ea 
Please call for Pokemon Merchandise. 

Please call for Final Fantasy 8 Merchandise 


Metal Slug 2 
Last Blade 2 
King Of Fighters 98 

NEQ GEO Pocket 

Pocket King of Fighter R-1 

Pocket Chess 
Pocket Tennis 
Pocket Neo Geo Cup’98 
Pocket Baseball Stars 
Pocket Samurai Spirits 


Sailor Moon 
Dragon Ballz 
Yu Yu Hakusho 2 
Bomberman 5 
Rockman & Forte 


SECRET OF MANA 3 $59 RANMA 1/2 $39 


WF AISO CABBY POSTERS. NOVELTIES. WALL SCROLLS. AND GAME MUSIC CDS 


Si Sailor Moon 


rmi Action 


■P Figures 


WgM 5”PetilSoldier$13/Ea 


jjfl irSailorDol$22/Ea 


fjj rafr 3"PacfiiCute$8/Ea 


Ion RayingCani$S/Ea 


|l|| Wall Stroll ffEa 
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PlayStation 


Ske * 1 


eserve your 
copy today! 


To order direct, call the Millennium I 
sales line at C8I8J 889-3821, ( 

9am*6pm PST I 

or mail a check or money order J 
payable to “Millennium Publica- / 
tions: to: / , 

Millennium Publications ( 
attn: Gex 3 guide 

32123 Lindero Canyon Road, suite 111 
Westlake Village, CA 91361 


d book stores 


IDOS ULLr UUV Lil ULl 

THE OFFICIAL STRATEGY GUIDE AUAILABLE NOW! 

CXCLUSIVfiLY FR©m miU^NNIUm PUBLICATI0NS 


Shipping 8c Handling included. Foreign orders add $2. U.S. funds only. 




























ONY SATURN N64 DREAMCAST SNES GENESIS NES 


ANIME/VIDEOGAME MERCHANDISE 

CD MUSIC SOUNDTRACKS • ARTBOOKS 
DVD • TOYS • MODELS • WALLSCROLLS 


Sonic Adventure • Blue Stinger • 

House of the Dead 2 • Unjammer Lammy • 

Final Fantasy 8 • Sega Rally 2 • Ehrgeiz • 

Ige Racer 4 • PowerStone • Marvel vs Capcom • 
Marvel vs Streetfighter • Dungeons 8c Dragons 
Collection • Metal Slug • Radiant Silvergun • 
mpire Savior • Silent Hill • Mario Party • Legacy of 
Kain 2 • Syphon Filter • Smash Brothers • 
Castlevania 64 • Zelda 64 • and MANY MORE! 


‘GET IT FROM THE PEOPLE WHO PLAY GAMES! 

COMPLETE LISTING OF ALL MERCHANDISE 
UPDATED DAILY ON THE WEB! 


art-Mart 

129 Wiley Blvd. S.W. 
edar Rapids, IA 52404 
H9) 396-3046 


Illustrated by Long Vo 

www.scroll.simplenet.com 


All characters depicted are 
properties of their respective 
creators 







Dreamcast 


All trademarks/tradenames are properties of their respective owners. CA res. add 8.5% 
sales tax. All sales final. Price and availability subject to change without notice. 






































NOW HIRING 

GAME PROGRAMMERS 


MftMii AN WPPOBTIINITY TO: 

DEVELOP FOR NINTENDO'S NEXT GENERATION SYSTEM 


TOOLS PROGRAMMERS 


EARN AN EXCELLENT SALARY AND BENEFITS 


30 ARTISTS 


GAME DESIGNERS 
SPORTS GAME DESIGNERS 
PROJECT MANAGERS 



□C Packages SBB9 

Blue Stinger 

Get Bass 

Marvel vs. SF- 

House or the Dead B 

VMS 

Racing Wheel 
More! 


HIO-&7&-OE.VO 
PHONE (lOarn to bpm EST) 


MIO-VBM-MOSjL-I 
PAX (BH Hours a Day) 


NEW-Mega Drive B 
NEW-Mega CDw/ PPSpec 
NEW-Mega CD games 


WEB SITS 

www.advancedimports.com 


Advanced Imports Inc. specialises in the rare and 
hard-to-find items. Be sure to visit our web site as 


IMPORT GAMES, SYSTEMS, ECT 


we change it constantly! 


New/Used Saturn 
White Saturn Sys 
Package Deals 
SVideo Cables 
Games ^ 

Accessories f 


OTHERITEMS: 

• PC Engine Duo R 

• PCPX 

• Neo Geo CD(Z) 

• Accessories 


Converters 
Gundam Models 
MUCH MORE 




































IHIPS&BITSlNC. 

POB 234 DEPT 11158 
ROCHESTER, VT 05767 
NT’L 802-767-3033 FAX 802-767-3382 


www.chipsbits.com 
or call 1-800-600-4263 


Source Code 11158 


PLAYSTATION 


1 TIE 

Release 

Price 

Title 

Release 

Price 

i i Combat 3 

08/99 

$46.99 

MarvelSprHero Vs. SF 

03/99 

$44.99 

1 en Resurrection 

06/99 

$44.99 

Metal Gear Solid 

10/98 

$49.99 

1 e Escape 

08/99 

$44.99 

Mission Impossible 

09/99 

$44.99 

, norines 

06/99 

$46.99 

Monaco Grand Prix 

06/99 

$46.99 

, ny Men 

03/99 

$42.99 

Mort.Kombat Spec Forces 10/99 

$48.99 

; »ve Fencer Musashi 

11/98 

$39.99 

NASCAR 99 

09/98 

$42.99 

l sken Sword 2 

05/99 

$44.99 

NBA In the Zone 99 

04/99 

$42.99 

l gs Bunny Lost Time 

06/99 

$42.99 

NCAA Final Four 99 

01/99 

$42.99 

! shido Blade 2 

10/98 

$29.99 

NCAA Game Breaker 200009/99 

$48.99 

) rmageddon 2 

06/99 

$42.99 

NFL Game Day 99 

08/98 

$42.99 

) strol Honda Superbike 

05/99 

$39.99 

NHL Face Off 99 

10/98 

$42.99 

) ntipede 

06/99 

$39.99 

Need for Speed 4 

04/99 

$42.99 

) lessmaster Millenium 

06/99 

$42.99 

Omega Boost 

07/99 

$44.99 

) vilization 2 

01/99 

$39.99 

PSX Dual Shock Blue 

10/98 

$29.99 

j Dck Tower 2 

06/99 

$46.99 

PSX Memory Card 

09/95 

$18.99 

3 lol Boarders 4 

11/99 

$42.99 

PSX System 

06/98 $129.99 

3 ash Bandicoot Warped 

11/98 

$42.99 

Pac Man 3D 

06/99 

$44.99 

3 usaders Might Magic 

07/99 

$46.99 

Panzer General Assault 

10/99 

$42.99 

: istreger 

06/99 

$46.99 

Parasite Eve 2 

08/99 

$49.99 

E :ho Night 

06/99 

$46.99 

Point Blank 2 w/Gun 

05/99 

$56.99 

E irgeiz 

05/99 

$39.99 

Populous 3 

04/99 

$39.99 

E /il Zone 

05/99 

$46.99 

R4:Ridge Racer Type4 

05/99 

$44.99 

F ar Factor 

06/99 

$46.99 

Rampage Universal Tour 

04/99 

$42.99 

F ghter Maker 

06/99 

$46.99 

Ready 2 Rumble Boxing 

09/99 

$46.99 

F ghting Force 2 

09/99 

$46.99 

SaGa Frontier 2 

06/99 

$49.99 

F nal Fantasy 8 

08/99 

$59.99 

Shadow Madness 

04/99 

$49.99 

f irmula One 

05/99 

$44.99 

Soul Caliber 

07/99 

$46.99 

(ame Shark Pro 

05/99 

$49.99 

Space Invaders 

09/99 

$42.99 

(auntlet Legends 

09/99 

$42.99 

SpeedBall 2100 

09/99 

$46.99 

(ran Turismo 2 

08/99 

$44.99 

Sports Car Supreme GT 

04/99 

$39.99 

(rand Theft Auto London 06/99 

$32.99 

Star Wars Phantm Mence 05/99 

$46.99 

( uardian's Crusade 

02/99 

$42.99 

Streetfighter Alpha 3 

05/99 

$41.99 

(unship 

06/99 

$42.99 

Super Cross 2000 

05/99 

$46.99 

idy Jones/lnfrnl Mach 

09/99 

$46.99 

TNT The Next Tetris 

09/99 

$42.99 

ide Cocoon 

07/99 

$46.99 

Tiny Tank Up Yr Arsenal 

05/99 

$44.99 

5ff Gordon XS Racing 

10/99 

$46.99 

Tomb Raider 3 

11/98 

$49.99 

urassic Park:Warpath 

09/99 

$44.99 

Tomorrow Never Dies 

08/99 

$46.99 

-1 Revenge 

05/99 

$46.99 

Top Gun 

06/99 

$42.99 

nockout Kings 2000 

10/99 

$44.99 

Triple Play 2000 

03/99 

$42.99 

EGO Racers 

06/99 

$46.99 

Twisted Metal 4 

11/99 

$44.99 

eMans 24 Hours 

07/99 

$46.99 

Vigilante 8 2 Offense 

11/99 

$44.99 

egacy Kain Soul Reavr 

05/99 

$49.99 

WCW Mayhem 

09/99 

$46.99 

unar Silver Star Story 

05/99 

$59.99 

WWF Attitude 

05/99 

$46.99 

/ILB Pennant Race 2000 

04/99 

$44.99 

Warzone 2100 

05/99 

$46.99 

NINTENDO 64 

080 Snowboarding 

04/98 

$54.99 

Micro Machines 

03/99 $52.99 

ill Star Baseball 2K 

04/99 

$64.99 

Mission Impossible 

08/98 

$56.99 

trmy Men:Sarge's Heroes 07/99 

$64.99 

Monaco Grand Prix 

06/99 

$59.99 

tattle Tanx 2 

09/99 

$59.99 

Monopoly 

08/99 

$64.99 

Just a Move 99 

04/99 

$49.99 

Monster Truck Madness 

07/99 $59.99 

laesar's Palace 

06/99 

$56.99 

Mort. Kombat Spec Force 09/99 

$64.99 

Jarmageddon 64 

07/99 

$64.99 

N64 Controller Green 

10/96 

$26.99 

3astlevania 64 

02/99 

$54.99 

N64 Dex Drive 

03/99 

$39.99 

3hameleon Twist 2 

05/99 

$54.99 

N64 Rumble Pak 

09/97 

$19.99 

3ommand & Conquer 

06/99 

$54.99 

N64 System/Star Wars 

05/99 $149.99 

Jruis'n the World 

10/98 

$54.99 

NBA Courtside 2 

11/99 

$56.99 

DethCarz 

09/99 

$66.99 

NBA Jam 2000 

09/99 

$66.99 

Diddy Kong Racing 

12/97 

$42.99 

NFL Blitz 2000 

09/99 

$64.99 

Donkey Kong 64 

11/99 

$66.99 

NFL QB Club 2000 

11/99 

$66.99 

Duke Nukem Zero Hour 

07/99 

$54.99 

Paper Boy 64 

09/99 

$62.99 

: 1 World Grand Prix 2 

07/99 

$54.99 

Pokemon Snap 

07/99 

$54.99 

: ighting Force 64 

05/99 

$59.99 

Quake 2 

06/99 

$56.99 

Game Shark Pro 

05/99 

$49.99 

Quest 64 Part 2 

10/99 

$66.99 

Gauntlet Legends 

09/99 

$59.99 

Rally Racing 

04/99 

$62.99 

Goemon's Great Adv. 

07/99 

$59.99 

Ready 2 Rumble Boxing 

09/99 

$64.99 

Golden Eye 007 

09/97 

$39.99 

Shadowgate 64 

05/99 

$62.99 

Grand Theft Auto 

09/99 

$64.99 

Smash Brothers 

04/99 

$54.99 

Hydro Thunder 

09/99 

$62.99 

Star Wars Racer 

05/99 

$62.99 

Jet Force Gemini 

08/99 

$62.99 

Super Mario Kart R 

02/97 

$42.99 

Ken Griffey BB 2 

05/99 

$54.99 

Tetris 64 

07/99 

$52.99 

Knockout Kings 2000 

09/99 

$64.99 

ThrasherSkate & Destroy 11/99 

$64.99 

LEGO Racing 

05/99 

$66.99 

Tiger Woods 2000 

09/99 

$59.99 

Legend Mystical Ninja 64 06/98 

$42.99 

Tonic Trouble 

08/99 

$59.99 

Legend of Zelda 

11/98 

$49.99 

Top Gear X 

11/99 

$59.99 

MLBPA Bottom of 9th 99 04/99 

$59.99 

Toy Story 2 

11/99 

$56.99 

Madden Football 99 

09/98 

$42.99 

Triple Play 2000 

03/99 

$56.99 

Magical Tetris Mickey 

01/99 

$56.99 

Turok Dinosaur Hunter 2 

12/98 

$69.99 

Mario Golf 64 

09/99 

$54.99 

WCW Nitro 

05/99 

$64.99 

Mario Party 

02/99 

$54.99 

WWF Attitude 

07/99 

$66.99 


HINT BOOKS 


ClockTower 2 Off Srv Gde06/99 $11.99 Metal Gear Solid 10/98 $10.99 

Final Fantasy 8 09/99 $12.99 Pokemon Snap Guide 06/99 $9.99 

Legacy Kain Soul Reaver 06/99 $10.99 Smash Brothers 05/99 $10.99 

Legend of Legaia 04/99 $12.99 Star Wars Racer Guide 05/99 $12.99 

Legend of Zelda 64 12/98 $12.99 Super Mario Brothers 05/99 $10.99 

Lunar Silver Star Story 05/99 $11.99 Tomb Raider 3 12/98 $10.99 


COMPUTER GAMES & HARDWARE 


Title 

Release 

Price 

20,000 Leagues 

09/99 

$38.99 

A-10 Warthog 

07/99 

$46.99 

AD&D Core Rules 2.0 Exp 06/99 

$29.99 

Age of Empires 2 

09/99 

$48.99 

Age of Wonders 

06/99 

$46.99 

Alien Vs Predator 

05/99 

$48.99 

Ananchronox 

09/99 

$48.99 

Ancnt Cnqst: Gldn Flee 

05/99 

$34.99 

Babylon 5 Space Combat 09/99 

$48.99 

Baldur's Gate 

12/98 

$39.99 

Baldrs Gate: Tie Swrd Cst 05/99 

$19.99 

Battlecruiser 3020 AD 

06/99 

$44.99 

Braveheart 

08/99 

$34.99 

C&C 2: Tiberian Sun 

06/99 

$49.99 

Civ 2 Test of Time 

11/99 

$48.99 

Civilztn Call to Powr 

04/99 

$39.99 

Clans 

06/99 

$43.99 

Cmmndos:Bynd Call Duty 04/99 

$19.99 

Daikatana 

09/99 

$39.99 

Descent 3 

05/99 

$39.99 

Diablo 2 

10/99 

$48.99 

Drakan 

06/99 

$39.99 

Duke Nukem Forever 

09/99 

$48.99 

Dungeon Keeper 2 

06/99 

$39.99 

EverQuest 

03/99 

$48.99 

Falcon 4.0: MiG 29 

09/99 

$32.99 

Fallout 2 

11/98 

$29.99 

Final Fantasy VII 

06/98 

$19.99 

Fleet Command 

05/99 

$48.99 

FLY! 

06/99 

$46.99 

Force 21 

07/99 

$45.99 

Force Commander 

11/99 

$49.99 

Gabriel Knight 3 

08/99 

$48.99 

Gothica 

09/99 

$48.99 

Grim Fandango 

10/98 

$29.99 

Half Life: Tm Fortress 2 

10/99 

$29.99 

Heavy Gear 2 

06/99 

$44.99 

Heroes of M & M 3 

03/99 

$39.99 

Homeworld 

06/99 

$48.99 

Imperialism 2 

04/99 

$39.99 

Indy Jones Infrnl Mchne 

09/99 

$48.99 

Interstate 82 

06/99 

$45.99 

Jack Orlando 

06/99 

$43.99 

Kingpin: Life Crime 

06/99 

$44.99 

Lands of Lore 3 

04/99 

$44.99 

Legacy of Kain 2 

06/99 

$29.99 

Liath 

06/99 

$39.99 

Long Journey 

06/99 

$39.99 

Magic & Mayhem 

04/99 

$44.99 

Majesty 

05/99 

$48.99 

MechCommander 2 

10/99 

$48.99 

MechCommndr Exp Pck 

06/99 

$29.99 

MechWarrior 3 

06/99 

S49.99 

Mig Alley 

08/99 

$39.99 

Might & Magic 7 

05/99 

$48.99 

Mordor 2 

09/99 

$38.99 

Nocturne 

09/99 

$46.99 

Nox 

06/99 

$47.99 


Title 

Release 

Price 

Panzer Elite 

09/99 

$39.99 

Pharoah 

09/99 

$45.99 

Planescape Torment 

06/99 

$44.99 

Prince of Persia 3D 

08/99 

$48.99 

Quake 3 Arena 

09/99 

$48.99 

Queen: The Eye 

09/99 

$36.99 

Quest Glory 5: Exp Pk 

08/99 

$29.99 

Rage Mages 2:Necromncr 08/99 

$38.99 

Requiem 

04/99 

$39.99 

Revenant 

08/99 

$29.99 

Roller Coaster Tycoon 

03/99 

$27.99 

RR Tycn 2:2nd Century 

04/99 

$28.99 

Sanitarium 

05/98 

$19.99 

Septerra Core 

10/99 

$48.99 

Seven Kingdoms 2 

09/99 

$39.99 

Shadow Company 

05/99 

$37.99 

Shadow Man 

06/99 

$38.99 

Silent Hunter 2 

09/99 

$46.99 

SoulBringer 

09/99 

$47.99 

Star Trek Birth Fed 

07/99 

$44.99 

Star Trek: New Worlds 

11/99 

$46.99 

Star Trk Starflt Comm 

11/99 

$48.99 

SU-27 Flanker 2 

05/99 

$49.99 

Swords & Sorcery 

09/99 

$48.99 

The Sims 

09/99 

$39.99 

Total Annihilation 2 

09/99 

$48.99 

Total Annihilation: Kngdm 06/99 

$42.99 

Ultima 9 Ascension 

07/99 

$52.99 

Ultima Online: 2nd Age 

11/98 

$39.99 

Unreal Tournament 

06/99 

$36.99 

Vampire: The Masquerade 11/99 

$48.99 

Warcraft 2 Platinum 

09/99 

$39.99 

Warlords 4 

11/99 

$48.99 

Wheel of Time 

07/99 

$44.99 

Wizardry 8 

06/99 

$49.99 

X-Wing Alliance 

03/99 

$45.99 

Yoot's Tower 

05/99 

$35.99 


Hardware 

3Dfx Voodoo3 3000 AGP 04/99 $174.99 
3Dfx Voodoo3 3500 04/99 $244.99 

CH Joystick Switchbox 12/97 $23.99 
CH Pro Throttle 03/96 $84.99 

Crtv 3D Blstr Savge4 32 05/99 $129.99 
Diamond Monster MX300 01/99 $89.99 
Diamond Viper V770 05/99 $229.99 

Dmd Stealth III S540 05/99$109.99 

Mad Catz Panther 01/98 $29.99 
Matrox Millnm G400 MAX 06/99 $199.99 
PDPI L4 Dig Game Card 12/98 $49.99 
Quickshot Mstr Pilt Val 03/98 $59.99 
Saitek Cyborg 3D Jstk 11/98 $52.99 
Saitek Cybrg 3D Jstk USB 12/98 $55.99 
Saitek X-36 Cont Sys 05/98 $107.99 
Sound Blaster LIVE! Value 10/98 $89.99 
Space Orb 360 10/96 $42.99 

TM Elite Ruddr Pedals 03/98 $65.99 

TMF16TQS 06/95 $114.99 

TM F22 Pro 10/96 $129.99 



Arcade Hits Defender/Joust04/99 $28.99 
Conker's Pocket Tales 06/99 $28.99 
Duke Nukem 3D 06/99 $28.99 

FI World Gran Prix 07/99 $28.99 
Game & Watch Gallery 3 12/99 $28.99 
Gameboy Color Kiwi 05/99 $79.99 
Ken Griffey Jr. BB 2 05/99 $28.99 

Legend Zelda Link Awake 01/99 $28.99 
Mario Golf 09/99 $28.99 

PacMan/PacAttack 06/99 $28.99 
Pokemon Pinball 06/99 $34.99 

Revelation Demon Slayer 07/99 $36.99 
Super Mario Brothers 05/99 $28.99 


Ace Combat 3 

05/99 

$59.99 

Beatmania 

12/98 

$59.99 

Chocobo Racing 

03/99 

$66.99 

Cybernetic Empire 

06/99 

$59.99 

Dragon Quest 7 

09/99 

$66.99 

Dragonball Final Bout 

12/98 

$42.99 

Final Fantasy Coll. 

03/99 

$82.99 

Jade Cocoon 

04/99 

$69.99 

Legend of Mana 

06/99 

$72.99 

Metal Gear Integral 

07/99 

$66.99 

PaRappa the Rapper 2 

03/99 

$64.99 

Planet Laika 

07/99 

$74.99 

Soul Hackers 

03/99 

$66.99 


02/99 $24.99 Space Battleship Yamato 05/99 $66.99 


BOARD GAMES 


DREAMCAST 


Axis & Allies 

11/94 $45.99 

Dreamcast System 

09/99 $199.99 

Battletech 4th Ed. 

12/94 $21.99 

Dreamcast Visual Memory 09/99 $39.99 

Carnage 

04/99 $52.99 

Hydro Thunder 

09/99 

$59.99 

Cthulhu Cults Across Amer.09/98 $38.99 

Int'l Superstar Soccer 

11/99 

$56.99 

Dragon Dice 

09/95 $9.99 

Mortal Kombat 4 

09/99 

$59.99 

Lionheart 

10/97 $35.99 

NFL QB Club 2000 

11/99 

$59.99 

Necromunda 

11/95 $69.99 

Odd World Munches Odysell/99 $54.99 

Robo Rally 

01/96 $36.99 

Sonic Adventure 

11/99 

$54.99 

Samurai Swords 

04/97 $46.99 

Star Wars Trilogy Arcd 

11/99 

$54.99 

Titan 

12/94 $29.99 

Time Crisis 2 

11/99 

$52.99 

Warhammer Fantasy 

10/96 $74.99 

Virtua Fighter 3 

10/99 

$54.99 


Visa, MC & Discover accepted. Checks held 4 weeks. Money Orders under $200 same as cash. COD $8. Price, release, availability, shipping times 
& offer not guaranteed & are subject to change at any time. Hardware may require added S&H. Within 10 days defectives repaired or replaced at 
our discretion. After 10 days the manufacturer’s warrantee applies. All sales final. S&H calculated on a per order, per shipment, and per item basis. 
The "per order" charge is charged once per order placed, the "per item" charge 
is charged once for each item ordered and the "per shipment" charge is 
charged once for each shipment we make to you. For each US order $10.00 
will be allocated to a 12 issue subscription to Computer Games Strategy Plus. 

Call for details. _ 



Standard 
U.S. Mail 

Priority 
U.S. Mail 

Express 

Express 

Mail To 
Canada 


7-10 Days 

2-3 Days 

2Day 

lQay 

4-7 Davs 
$2.00 

Per Order 

$1.00 

$2.00 

$2.00 

$2.00 

Per Shipment 

$1.25 

$1.00 

$5.00 

$13.00 

$2.00 

Per Item 

$0.75 

$1.00 

$1.00 

$2.00 

$2.00 


Mail To 
The World 
7-14 Days 
$ 2.00 
S 2.00 
S6.00 


©1999 CHIPS & BITS, INC. 







‘STAR WARS EPISODE 1: THE 
PHANTOM MENACE’ Luke’s father 
is a 9-year-old boy, Anakin, who 
doesn’t know of his fate as a Dark 
Lord. Your mission: Take on the 
roles of a young Obi-Wan Kenobi, 

Jedi Master Qui-Gon Jinn, Queen 
Amidala and Captain Panaka. 
Solve dozens of puzzles. Weapons 
include light-sabers, droid stun¬ 
ners, blasters & Force Push pow¬ 
ers. Battle hordes of enemies 
including destroyer droids, merce¬ 
naries and the evil Darth Mau^ 

Lucas Arts(Arcade) 

Release: 5/99 PC CD 

I ‘RACER’ Experience the adrenaline- 
I pumping excitement of the Podracing 
I sequence from Star Wars: Episode I. 
I Take the controls as Jedi-to-be Anakin 
Skywalker, or any one of over 
1 Podracers. 


‘FINAL FANTASY VIII’ I 

Through an intricate balance of I 
story, graphics, and sound, the I 
creators of Final Fantasy I 
express their thoughts and feel- [ 
ings in a story brought to life I 
through high quality graphics I 
and elegantly composed sound V 
and music. Characters gainl 
combat experience points even I 
if they turn and flee from battle. [ 
Squaresoft I 


‘QUAKE IP Quake was just fore- 1 
play. Now comes Quake II. r 
Includes larger, mission based I 
levels, superior artificial intelli- 1 
gence, and wicked multiplayer! 
capabilities. Experience I 
smoother 16 bit graphics and [ 
real-time lighting effects. 

Activision (Shooter) 
Release: 6/99 


Konami (Adventure) 
Release: 7/99 
N64 


‘GOEMON’S GREAT! 
ADVENTURE’ Join I 
Goemon & his friends! 
as they explore a I 
medieval Japan bustling I 
with robots, space I 
ships & DJs. Buy items, I 
upgrade your weapons I 
& mingle with friendly! 
villagers as you battle! 
nasty bosses & their I 
henchmen. Each char-" 
acter has unique physi¬ 
cal & fighting abilities to | 
help on the quest. 


MIGHT & MAGIC VII: FOR I 
BLOOD AND HONOR’ The game! 

continues where the last one left I 
off, taking players to another con- 1 
tinent in the world of Enroth. The I 
world is populated by intelligent I 
non-player characters and beasts. I 
Move during turn-based combat, I 
concentrated indoor designs with I 
battles staged in specific rooms! 
(no more goblins in the closet), & | 
customizable keyboard controls. 
3D0 (Roleplaying) 

ReleaSe pc 6 CD I 


‘COMMAND & CONQUER 2:1 
TIBERIAN SUN’ New engine, [ 
improved controls, dynamic 3D I 
terrain, & multiple levels of war- f 
fare. Interactive & kinetic battle- 1 
field, ion storms, ice fields &| 
more. Play solo skirmishes or I 
take on your computer in full! 
Campaign Mode. Connect with up I 
to 8 friends over IPX or LAN, or | 
one-on-one over modem. 

Virgin (Strategy)! 
Release: 6/99 1 
PC CD I 
















































GAME EXPRESS inc 


Direct all Inquires & Payments to the GE Headquarters at: 126 W. 32nd St., New York, NY 10001 
Tel. 212-290-0031 Fax. 212-290-0432 OVER 2500 TITLES IN STOCK, LOWEST PRICES 






^ US N64 Titles 

AirBoardin’USA 
Command&Conquer 
Gauntlet Legends 
Gex 3 
Superman 
Pokemon Snap 
Hybrid Heaven 
All Star Tennis 99 
Looney Tunes Space Race 
Quake 2 
Tonic Trouble 
Bass Landing 
Caesar’s Palace 
Roadster 99 
WWF Attitude 
Twelve Tales.Conker 64 


Hot New & Upcoming Titles 


US PlayStation Titles 


Croc 2 


--* 

PlayStation import 


^Original Sound Tracks Available. 


Super Robot Wars Complete 
GEM 

Lucifer Ring(Action) 

Eve the Lost one(Adventure) 
Deep Freeze(Adventure) 
I.Q. Final(Puzzle) 
Beatmania Append Gotta mix 
Lunar 2 Eternal Blue 
Armored Core Master of 
Arena(Action) 

Combat Choro Q(Action) 
A-train Z 
Gun Gauge 
Ecsaform(RPG) 

Jail Breaker 
The Legend of Mana 


Dream Cast 


Sega Rally 2 

NINTENDO 64 


Godzilla Generations 
Blue Stinger 
Climax Landers 
July 

Seventh Cross 
Sonic Adventure 
White Illumination 
Tetris 4D 
Virtua Fighter 3tb 
House of the Dead 2 
Marvel vs. Capcom 
Power Stone 
KOF Dream Match 99 
Elemental Geargimick 
Metropolitan Highway Battles 
Dynamite Deka 2 
Evolution 
Redline Racer 


Atari Greatest Hits 3 
Echo Night 
Jade Cocoon 
Carmageddon 
Fighter Maker 

Jackie Chan’s Stunt Master 
Legacy of Kain:Soul Reaver 
Messiah 
Quake 2 

Star Ocean:The second story 
Superman 
WWF Attitude 
NFL Xtreme 2 
R-Type Delta 
Shao Lin 
Xena 

G-Police Weapons of Justice 
Centipede 
The Next Tetris 





F.F.8 Action Figures ; Middle of Summer 
F.F.1-7 Action Figures ; as low as $9.99 + up. 
F.F.7 Coldcast Resin ; Cloud/Tifa Available 

F.F.8 O.S.T. _ 

F.F.8 1/6 Scale Figures 

Art Books HnSal 

F.F.VIII 7 Pc. Set Keychains ; $39.99 Ejaff 

Xenogear Memorial Album ; $39.99 af 
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Rockman 


Rockman 8 Ironbuster 
Forte Ironbuster 
Rockman X 
Spinning Blade 
Tornando Fang 
Reploid 
Hyper Special 
RX Armor 
Hunter Zero 
Ride Armor 
More selei 


Rush Ironbuster 
Blues(Proto) Ironbuster 
Rockman X Ironbuster 
Parasitic Bomb 
Frost Shield 
Vajurilaff 
Rockman All X 
Ultimate Armor 
Double Impact 


■liable. 




Call for price and 

availability. 
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DBGT Super Battle Collection v.28-42 
V NEW! v.37, v.38, v.39 & v.42 


Pokemon 

Pokemon Keychains 
Model Kits(3 inchs) 

Plush Master Ball Keychains 
Talking Pikachu 
Pocket Pikachu 
Stuffed 14 inch Pikachu 
Pokemon Figure Collection 
Pokemon Mini Figures 
Pokemon Posters 
Plush Dolls 
Talking Togepi 

Also available; 

Japanese Gameboy 
Pokemon Stadium 2 


Games Still Available 




3D0 

Game Boy 
Genesis 
32X 

Sega CD 
Jaguar CD 


Game Gear 
Virtual Boy 
Super Nintendo 
32XCD 
Jaguar 


Orders 

212 - 290-0031 

www.gexpress.com 

All our inventories are now 
online with thousands of 
pictures and descriptions. 
You simply won’t regret 
visiting us on Internet! 
General questions answered on: 
info@gexpress.com 


Price shown do not include 

shipping & handling charges. 

\Personal checks take 14 days to cleat y 


Showrooms: 

• 167 Glen Cove Rd., Carle Place, NY 11514 
Tel.516-248-4911 

• 163-18 Jamaica Ave., Queens, NY 11432 
Tel.718-739-5045 

• 2537 Decatur Ave., Bronx, NY 10458 
Tel.718-295-4886 

• 534 86th St., Brooklyn, NY 11209 

• 32-59 Steinway St., Astoria, NY 11103 

• 1464 Rockaway Pkwy., Brooklyn, NY 11236 

• 136-04 Northern Blvd., Flushing, NY 11354 

• 2158 3rd Avenue, New York, NY 10029 
Tel.212-987-5712 

• 6 Nevins Street, Brooklyn, NY 11217 
Tel.718-522-5554 


Price and availability are subject to change without notice. We accept all major credit cards, Money Orders and C.O.D. All sales are final, we will only replace defective items with the same title. 
Game Express Inc. is not responsible for misprint. NY residents add 8.25% sales tax to your order. All tradenames/trademarks are the properties of their respective owners. 











































































































C.O.D 


WWW.BAYSOFTGAMES.COM 

800 Wisconsin St., Box 43 • Eau Claire, WI USA 54703 
Phone: 715-552-1254 • Fax: 715-552-0720 
e-mail: support@baysoftgames.com 


VISA 


The Playstation • Nintendo 64- • Dreamcast • Gameboy Bargain Source 


Playstation Accessories 

Playstation system (used).$89.00 

Video CD Player (Play VCD movies - not DVD) . $59.00 
PSX Hat (Many other PSX items available)... $10.00 
Third Party 15 block colored memory card .. $ 5.00 
Nyko 120 Block (8X) Memory Card 

w/digital LED display.$19.00 

Nyko 1080 Block (72X) Memory Card 

w/digital LED display.$36.00 

Nyko Trackball.$29.00 

Edge Mouse.$15.00 

Pro Action Replay.$23.00 

PC COMM.$39.00 

Nyko Maximizer Joystick.$19.00 

Lora Croft 15 Block Memory Card.$12.00 

Naki Scart Cable.$13.00 

Naki Link Cable.$13.00 

Naki Cordless Remotes (Set of 2).$29.00 

Nuby Cooling Station.$28.00 

Naki RFU Adapter with GunCon Adapter.$11.00 

Interact Barracuda Analog Controller.$15.00 

Interact Barracuda 2 Dual Shock Analog 

Controller.$24.00 

Interact Ultra Racer Controller.$20.00 

Interact Dex Drive.$39.00 

Nyko Multi-Tap Adapter.$22.00 

Naki Advanced Controller 

(Turbo & Slow Motion).$ 9.00 

Sony Brand Original Controller.$14.00 


Playstation Dual Shock Controller.$23.00 

Naki Playstation/Saturn Replacement 

Power Cord.$ 5.00 

Naki S-Video Cable.$15.00 

Nyko Super Cobra Light Gun.$32.00 

Naki Lunar Rocker Light Gun.$20.00 

Naki Top Gun Fighter Light Gun.$16.00 

Nuby Reality Vest.$52.00 

Naki Rocker Seat 

(Shake more than your hands!).$38.00 

Interact Dex Drive.$38.00 

Naki Controller Extension Cable.$ 6.00 

Nyko PSX Hard Case.$19.00 

The Glove.$45.00 

Naki Power Bag (Holds PSX or N64).$12.00 

Game Shark Pro.$43.00 

A N Switchbox (S-Video also available).$15.00 

CD Repair Kit.$10.00 

Naki Golden Bullet Gun.$20.00 

Laser Repair Kits.$14.00 

Nyko RF MAX 900 Wireless RFU.$28.00 

Naki Wireless Pro Joystick.$29.00 

Hundreds of used games in stock 
as low as $10.00. CALL TODAY! 

Nintendo 64 Accessories 

Naki Memory Rocker Pak+ 4X (460 page) 

Memory Card and BATTERY FREE rumble 

pack all in one. Never needs batteries!_$16.00 

Nintendo 64 system (used).$89.00 


Naki RFU Adapter.$11.00 

Naki N64 controller & 256K Memory Card 

Combo.$24.00 

Nyko Hyper Pak+ (Dual stage rumble pack 

and 8X Memory).$24.00 

Naki S-Video Cable.$15.00 

Naki Rocker Seat 

(Shake more than your hands!).$38.00 

Interact Ultra Racer Controller.$20.00 

Nuby Rocker Rocker 

(Rumble Pack with GLOW feature).$12.00 

Naki 4X Memory Card.$13.00 

Naki AC Adapter.$18.00 

Nuby Boomerang Controller (Built in rumble).. $28.00 

Nuby Reality Vest.$52.00 

Interact Dex Drive.$38.00 

Naki Controller Extension Cable.$ 6.00 

Naki Steering Wheel (With rumble).$48.00 

Naki A/V Cable.$ 7.00 

Import Adapter.$12.00 

Interact 32X Memory Card.$37.00 

Game Shark.$43.00 

A/V Switchbox.$15.00 

Edge Trumble Pack (rumble pack clone)_$ 4.00 

Naki Universal Cleaning Kit.$ 5.00 

Nintendo Expansion Pack.$28.00 

Nyko RF MAX 900 Wireless RFU.$28.00 

Hundreds of used games in stock as low 
as $20.00. CALL TODAY! 


Sega Dreamcast (Import) Accessories 

Sega Dreamcast System.$ CALL 

Dreamcast Games 

(Dozens available New & Used).$ CALL 

Dreamcast S-Video Cable.$13.00 

Dreamcast Racing Wheel.$59.00 

Dreamcast Arcade Stick.$59.00 

Dreamcast Puru Puru.$29.00 

Dreamcast VMS.$29.00 

Dreamcast Controller.$29.00 

Dreamcast VGA Box.$ CALL 

Dreamcast Gun.$CALL 

Dreamcast Controller Extension Cable.$ CALL 

Misc Items - Bargain Bin 

Naki Super Nintendo Cordless Remotes (2).. $15.00 

Naki Game Gear AC Adapter.$ 5.00 

Nyko Gameboy AC Adapter.$ 3.00 

Nyko Gameboy Power Link.$ 9.00 

Nyko Gameboy Pocketvision.$13.00 

Nyko Universal RF Adapter 

(SNES, Genesis, etc.)_,.$ 7.00 

Nyko Saturn RF Adapter.$ 6.00 

Naki Saturn Controlled Extension Cables.... $ 4.00 

Naki Gamegear Super Magni Screen.$ 5.00 

Naki SNES/Genesis Pro Controller.$ 5.00 


Visit our web site for hundreds of 
new/used games and accessories! 


Looking for the best source for game cheats? Visit Cheat Code Central online at www.cheatcc.com for THOUSANDS of codes - ALL FREE! 

Visit our web site for hundreds of new/used games and accessories. • We buy/sell/trade new and used games and accessories. 

TO ORDER: Call 715-552-1254 for Visa/MC/AMEX/COD check or money order to the above address. Add $4 Questions? Give us a call at 715-552-1254 or email 

($4) orders or visit our web site with secure online Shipping to total order. COD orders add $4. Orders are support@baysoftgames.com 

ordering at www.baysoftgames.com Mail orders send shipped Priority Mail. All sales are final. 




Now’s your chance to order Millennium’s Official 
Strategy Guides and Gamers’ Republic directly 
from Millennium Publications! 

Imagine stocking your racks with our acclaimed 
monthly video game magazine and official guides for 
games like Metal Gear Solid, Castlevania, and Gex 64, 
all at special direct-from-the-publisher savings! 


Looking for great 
prices? Shop with us! 
We will treat you as 
we would like to be 
treated: Fast, Fair, and 
Friendly! 


Contact Alan Powers by calling him at 
[818] 889-4372x17 
or faxing him at [818] 889-3195 
for more information on this great offer! 


I We have games for: 


t - PlayStation - Nintendo 64 
Game Boy Color - Neo Geo Pocket 


VISA / Master Card / DISCOVER / AMEX 


CALL US OR PLACE AN ORDER ONLINE 
(847)253-4263 / Fax (847) 253-4293 

www.gameclubl .com 


Come visit us at our retail location. 

11401 East Palatine Rd. / Arlington Heights, IL 60004 
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ADV FILMS . 9 8, 99 

www.advfilms.com 

AGETEC . i 7 , 59 

www.agetec.com 

ANIME NATION . 111 

www.animenation.com 

BANDAI . 107 

www.bandai.com 

BAY SOFT . 125 

www.baysoftgames.com 

CART MART . 121 

www.cart-mart.com 

CENTRAL PARK MEDIA . 105 

www.centralparkmedia.com 

CHIPS & BITS . 123 

www.chipsbits.html 

CORE MAGAZINE . 122 

www.coremagazine.com 

ELECTRO SOURCE . 74-75 

GAME CLUB . 125 

www.gameclubi.com 

GAME DEALER . 1 

www.gamedealer.com 

GAME EXPRESS . 124 

www.gexpress.com 

GAMES ETC . 121 

INFOGRAMES . 63 

www.infogrames.com 

JAPAN VIDEO GAMES . 119 

MANGA ENTERTAINMENT ...101 

www.manga.com 

NEW LINE CINEMA ...11, 64 , 65 

www.newline.com 

NINTENDO . 128-IBC 

www.nintendo.com 

PALISADES MARKETING ....113 

www.palisadesmarketing.com 

PHATKAT . 115 

PIONEER . 103 

www.pioneeranimation.com 

RETRO STUDIOS . 122 

www.retrostudios.com 

SEGA . BC 

www.sega.com 

SGRL . 67 

www.sgrl.com 

SONY . 3,4 

www.playstation.com 

TITUS . 93 

www.titusgames.com/welcome.htm 

T 0 MM 0 . 117 

VATICAL . IFC ,35 

www.vaticalentertainment.com 

VIDEO GAME LIQUIDATORS . 126 

www.vglq.com 

WORKING DESIGNS . 12-13 

www.workingdesigns.com 


VIDEO GAME LIQUIDATORS 


36 Great Holes Coif $12.00 

Afterburner $12.00 

BC Racers $16.00 

Cosmic Carnage $6.00 

Doom $12.00 

Fahrenheit 32X CD $12.00 

Kolibri $12.00 

Metal Head $12.00 

Mortal Kombat II $12.00 

NBA Jam TE $8.00 

Shadow Squadron $12.00 

Slam City 32X CD $12.00 

Space Harrier $12.00 

Star Wars Arcade $12.00 

Tempo $12.00 

Toughman Contest $4.00 

Virtua Racing $12.00 

Zaxxon Motnerbase 2000 $12.00 

3DO Controll Pad(by Panasonic) $7.00 
Alone in the Dark $12.00 

Alone in the Dark 2 $12.00 

Animals $12.00 

Blonde Justice ADULT $14.00 
Burning Soldier $7.00 

Coven Adult $14.00 

Cowboy Casino $19.00 

Creature Shock $12.00 

Cyberia $12.00 

Deadilus Encounter $12.00 

Digital Dreamware $12.00 

Dragon's Lair $12.00 

Draxon Revenge see Stellar 7 $7.00 

Endlessly ADULT $14.00 

Escape From the Monster Manor $12.00 
ESPN Golf $3.00 

ESPN Tom Kite Golf-'Mental Messages"$1.00 
Fatty Bear Fun Pack $12.00 

Fifa Soccer $7.00 

Flashback $7.00 

Foe's of Ali $19.00 

Fun N Games $12.00 

Gexfjewel case) $4.00 

Horde $12.00 

Ice Breaker $4.00 

Immercenary $4.00 

Immortal Desire ADULT $14.00 

It's a bird life $3.00 

|ohn Madden Football $12.00 

jonny Bazookatone $12.00 

(urassik Park $12.00 

Kingdom the Far Reaches $12.00 

Last Bounty Hunter $12.00 

Love Bites ADULT $14.00 

Mad Dog II $4.00 

Mazer $12.00 

MindTeazzer ADULT $14.00 

Myst $12.00 

Nova Storm $12.00 

Olympic Soccer $12.00 

Out of this World $12.00 

Paatank $12.00 

Panzer General $12.00 

Pebble Beach Golf (jewel case) $3.00 
Perfect General $24.00 

PGA Tour 96 $7.00 

Primal Rage $12.00 

Psychic Detective $7.00 

Quarantine $12.00 

Phoenix 3 $19.00 

Return Fire $12.00 

Return Fire Map’s o Death $12.00 

Rise of the Robots $12.00 

Road Rash $19.00 

Robinson's Requiem $12.00 

Sesame Street $12.00 

Plumbers Don't Wear Ties ADULT $14.00 
Shockwave $7.00 

Shockwave:Operation Jumpgate $12.00 
Soccer Kid $7.00 

Space Ace $7.00 

Space Pirates $7.00 

Starblade(jewel case) $3.00 

Station Invasion $7.00 

Super Street Fighter II $12.00 

Super Wing Commander $12.00 

Syndicate $12.00 

The Coven ADULT $14.00 

Theme Park $12.00 

Total Eclipse $7.00 

Twisted $4.00 

Virtual Vivid ADULT $14.00 

Virtuoso $7.00 

Waialae Golf $4.00 

Who Shot |onny Rock $12.00 

Wing Commander iii $12.00 

World class golf $4.00 


Battlemorph 
Blue Lightning 
Braindead 13 no box 
Dragon's Lair 
Highlander 


$15.00 

$5.00 

$14.00 

$15.00 

$15.00 


laguar CD Memory Track $24.00 

jaguar CD System With 4 CD's $59.00 
Myst $15.00 

Space Ace $5.00 

Tempest Music CD $5.00 

Vidgrid $5.00 


Battlewheels 
Battlezone 2000 
Bill and Ted 

California Games no box 
Chips Challenge 
Crystal Mines 2 
Cyberball 
Dirty Larry 
Gates of zendicon 
Gauntlet 
Gordo 106 
Hard Driving no box 
Hydra 
Isnido 

Jimmy Connors Tennis 
joust 
Klax 

Kung Food 
Lynx AC Adaptor 
Lynx Battery Pak 
Lynx Comlynx Cable 
Lynx II Carry Case Pouch 
Lynx II Screen Sun Visor 
Lynx II System used with Qix 
Lynx Large Carry Case 
Malibu Bikini Volleyball 
Ms. Pacman 
NFL Football 
Paperboy 
Pinball jam 
Pitfighter 
Power Factor 
Qix new 
Rampage 
Rampart 
Road Blasters 
Robo Squash 
Robotron 2084 
Shadow of the Beast 
Shanghai 
Steel Talons 
Stun Runner 
Super Asteroids/Missile Command 
Super Sqweek 
Switchblade 2 
Todd in Slime World 
Toki 

Turbo Sub 
Viking Child 
Xybots 


$29.00 

$19.00 

$10.00 

$10.00 

$10.00 

$10.00 

$10.00 

$10.00 

$19.00 

$10.00 

$10.00 

$10.00 

$10.00 

$10.00 

$10.00 

$19.00 

$10.00 

$10.00 

$8.00 

$8.00 

$8.00 

$10.00 

$9.00 

$29.00 

$16.00 

$10.00 

$19.00 

$10.00 

$10.00 

$10.00 

$10.00 

$10.00 

$10.00 

$29.00 

$10.00 

$10.00 

$10.00 

$10.00 

$10.00 

$10.00 

$10.00 

$10.00 

$19.00 

$10.00 

$10.00 

$10.00 

$10.00 

$10.00 

$10.00 

$10.00 


Alien vs. Predators $49.95 

Attack of the Mutant Penguins $29.00 
Brutal Sports Football $10.00 

Bubsy $14.00 

Checkered Flag new $10.00 

Club Drive $10.00 

Composite Cable $14.00 

Cybermorph(new, no box) $7.00 

Defender 2000 $49.95 

Doom $29.00 

Evolution:Dino Dudes $10.00 

Fever Pitch Soccer $19.00 

Fight for Life $29.00 

Flipout $10.00 

Hover Strike $19.00 

Iron Soldier $14.00 

1-War $19.00 

Jaglink Interface $ 14.00 

jaguar 64 System new no game $29.00 
jaguar 64 System new/cybermorph$34.00 
jaguar CD system with 4 CD's$69.95(used) 
jaguar AC Adaptor $7.00 

jaguar Controller new $16.00 

jaguar RF Adaptor $7.00 

Missile Command 3D $19.00 

Pitfall $14.00 

PRO CONTROLLER $29.00 

Raiden $29.00 

Ruiner Pinball $19.00 

Sencible Soccer $14.00 

Super Burnout $9.00 

Supercross 3D $29.00 

S-Video Cable $14.00 

Theme Park $14.00 

Trevor McFur $10.00 

Ultra Vortek $19.00 

Val D'lsere SkiingSr Snowboarding $19.00 
White Men Can't lump with 
Team Tap $14.00 

Zool 2 $10.00 

Zoop $10.00 


$15.00 


Sega Saturn System 

3D Controller 

4 in 1 card for Sega Saturn 

Alien Triology 

All Star Baseball 

Alone in the Dark 

Amok 

Andretti Racing 

Arcade Greatest Hits Midway 

Arcade Greatest Hits Williams 

Arcade Stick 

Area 51 

Astal 

Baku Baku 

Bases Loaded 96 

Batman Forever 

Battle Arena Toshinden Remix 

Battle Arena Toshinden Ura 

Battle Monsters 

Battlesport 

Black Dawn 

Black Fire 

Blazing Dragons 

Bottom of the 9th 

Braindead 13 

Break Point Tennis 

Bubble Bobble 

Bug 

Bug Too! 

Bust a Move 2 
Bust a Move 3 
Casper 

Clockwork Knight 2 
Clockwork Knights 
Congo The Movie 
Corpse Killer 
Courier Crisis 
Creature Shock 
Criticom 


Crypt Killer 
Cyber Speedway 
Cyberia 
Darius Gaiden 
Dark Legend 
Dark Savior 
Darklight Conflict 
Daytona Champ 
Daytona USA 
Decathlete 
Defcon 5 
Doom 

Double Switch 

Dragon Heart 

Earthworm Jim 2 

Enemy Zero 

FI Challenge 

FIFA Road To World 98 

FIFA Soccer 97 

FIFA Soccer96 

Fighters Magamix 

Fighting Vipers 

Galactic Attack 

Galaxy Fight 

Game Gun Saturn 

Chen War 

Golden Axe 

Grand Slam Baseball 

Grid Runner 

Gungriffon 

Hang On CP 

Heirs of Zendor 

Hercs Adventure 

Hexen 

Hi Velocity 

Higway 2000 

Hi-Octane 

Horde 

Hyper 3D Pinball 


Incredible Hulk 

Independence Day 

Iron Man X-O Manwar 

John Madden 97 

john Madden 98 

Last Bronx 

Last Gladiators 

Legend of Oasis 

Light Gun see Game Gun 

Loaded 

Lost World 


$84.00 

$19.95 

$39.95 

$34.95 

$12.95 

$12.95 

$12.95 

$39.95 

$39.95 

$39.95 

$39.95 

$9.95 

$12.95 

$19.95 

$12.95 

$29.95 

$12.95 

$19.95 

$9.95 

$19.95 

$29.95 

$12.95 

$19.95 

$12.95 

$12.95 

$12.95 

49.95 

$12.95 

$24.95 

$49.95 

$49.95 

$19.95 

$19.95 

$19.95 

$19.95 

$19.95 

$24.95 

$12.95 

$12.95 

$34.95 

$12.95 

$24.95 

$12.95 

$9.95 

$12.95 

$12.95 

$19.95 

$29.95 

$29.95 

$12.95 

$29.95 

$12.95 

$19.95 

$12.95 

$34.95 

$39.95 

$39.95 

$12.95 

$39.95 

$24.95 

$19.95 

$29.95 

$29.95 

$12.95 

$12.95 

$12.95 

$12.95 

$12.95 

$12.95 

$12.95 

$12.95 

$24.95 

$49.95 

$29.95 

$34.9S 

$44.95 

$44.95 

$12.95 

$12.95 

$39.95 


Magic Carpet 
Magic Knight Rayerti 
Mansion of Hidden Soul 
Manx TT 
Marvel Super Heroes 
Mass Destruction 
Maximum Force 
Mega Man 8 
Minnesota Fats Pool 
Mortal Kombat II 
Mortal Kombat Triology 
Mr. Bonez 
Myst 

Nascar 98 
NBA Action 
NBA Action 98 
NBA Jam Extreme 
NBA Jam II TE 
NBA Live 97 
NBA Live 98 
Need For Speed 
NFL 97 

NFL Quarterback Club 96 
NFL Quarterback Club 97 
NHL 97 
NHL 98 

NHL All Star Hockey 

NHL All Star Hockey 98 

NHL Powerplay 96 

Night Warriors 

Nights with 3d Controller 

Nights without 3d Controller 

Off World Interceptor 

Olympic Soccer 

Pandemonium 

Panzer Dragoon 2 

Panzer Dragoon SagaO 

Panzer Dragoon Sampler 

Pebble Beach Golf Links 

PGA Tour 97 

Primal Rage 

Pro Pinball 

PTO 2 

Quake 

Quaterback Attack 
Rampage World Tour 
Remote Joystick 
Resident Evil 
Revolution X 
Rise 2: Resurrection 
Road Rash 
Robopit 
Robotika 

Romance of 3 Kingdom 4 
Saturn Auto RF Adapter 
Saturn Bomberman 
Saturn Controller 
Saturn Extension Cable 
Saturn Joystick 
Saturn Light Gun 
Saturn Power Pad 
Saturn Remote Joystick 
Saturn Steering Wheel 
Saturn ST Key Converter 
for Japanese games 
Scorcher 
SCUD 
Sega Ages 

Sega Rally Championship 

SEGA Saturn Back Up Memory 

Cartridge 16mega 

Sega Touring Car Championship 

Shanghai: Tripple Threat 

Shellshock 

Shining Force 3 

Shining the Holy Arc 

Shining Wisdom 

Shinobi Legions 

Shockwave Assault 

Sim City 2000 

Skeleton Warriors 


Solar Eclipse 
Sonic 3D Blast 
Sonic Jam 
Sonic R 
Soviet Strike 
Space Hulk 

Spot Goes to Hollywood 
Star Fighter 

Street Fighter the Movie 
Striker 96 

Super Puzzle Fighter II Turbo 

Tempest 2000 

Ten Pin Alley 

Tetris Plus 

The Horde 

Theme Park 

Three Dirty Dwarves 

Thunderstrike II 

TNN Motorsport 4x4 

Tomb Raider 

True Pinball 

Tunnel B1 

Ultimate Mortal Kombat 3 

Virta Fighter Kids 

Virtua Cop without Stunner 

Virtua Fighter 

Virtua Fighter 2 

Virtua Racing 

Virtual Casino 

Virtual Hydlide 

Virtual On 

Virtual Open Tennis 

VR Golf 97 

VR Soccer 

War Craft II 

Wing Arms 

Winning Post 

Winter Ffeat 

Wipe Out 

World Series Baseball 
World Series Baseball 2 
World Series Baseball 98 
World Wide Soccer 
World Wide Soccer 97 
World Wide Soccer 98 
Worms 

Wrestlemania: The Arcade 


$29.95 

$12.95 

$12.95 

$34.95 

$12.95 

$12.95 

$29.95 

$39.95 

$12.95 

$19.95 

$12.95 

$12.95 

$24.95 

$49.95 

$19.95 

$24.95 

$59.95 

$12.95 

$29.95 

$59.95 

$9.95 

$29.95 

$49.95 

$19.95 

$19.95 

$19.95 

$19.95 

$19.95 

$39.95 

$12.95 

$29.95 

$12.95 

$12.95 

$12.95 

$29.95 

$39.95 

$9.95 

$9.95 

$19.95 

$9.95 

$29.95 

$12.95 

$24.95 

$9.95 

$24.95 

$39.95 

$12.95 

$29.95 

$12.95 

$29.95 

$19.95 

$59.95 

$3.95 

$29.95 

$19.95 

$9.95 

$12.95 

$39.95 

$39.95 

$12.95 

$39.95 

$34.95 

$39.95 

$12.95 

$5.95 

$24.95 

$12.95 

$12.95 

$29.95 

$9.95 

$44.95 

$9.95 

$5.95 

$24.95 

$12.95 

$9.95 

$29.95 

$39.95 

$29.95 

$12.95 

$12.95 

$39.95 

$24.95 

$29.95 

$29.95 

$19.95 

$12.95 

$59.95 

$49.95 

$49.95 

$19.95 

$12.95 

$44.95 

$19.95 

$12.95 

$12.95 

$12.95 

$29.95 

$39.95 

$34.95 

$49.95 

$12.95 

$12.95 

$12.95 

$12.95 

$12.95 

$39.95 

$12.95 

$24.95 

$24.95 

$12.95 

$12.95 

$29.95 

$12.95 

$29.95 

$44.95 

$12.95 

$12.95 

$29.95 

$49.95 

$12.95 

$9.95 

$12.95 

$5.95 

$49.95 

$12.95 

$29.95 

$5.95 

$12.95 

$19.95 

$29.95 

$34.95 

$39.95 

$59.95 

$12.95 

$12.95 

$19.95 

$29.95 

$12.95 

$24.95 

$29.95 

$29.95 

$34.95 


Adventures of Batman & Robin 

Animals 

Battlecorps 

Bill Walsh Football 

Brutal 

Chuck Rock 2 
Double Switch 
ESPN Hockey 
Fifa Soccer 
Heimdal! 
leopardy 

Mad Dog McCree 

Microcosm 

NFL Football Trivia 


Trivial Pursuit 
Wheel of Fortune 
Who Shot Jonny Rock 


$6.00 

$4.00 

$9.00 

$4.00 

$4.00 

$12.00 

$9.00 

$9.00 

$6.00 

$6.00 

$9.00 

$9.00 

$6.00 

$9.00 

$9.00 

$12.00 

$9.00 

$6.00 

$4.00 


Red Alarm 
Teleboxer 
Baseball 
Coif 

Galactic Pinball 
lump Panibomber 
Vertical Force 


S9.9S 

S9.9S 

59.95 

59.95 

59.95 

59.95 
S9.9S 


We sell DREAMCAST Systems & Carnes 
We also sell JAPANESE Saturn Carnes 


(All titles used w/box & instructions) 
Playstation Memory Card 1 Mega S8.00 
A Bugs Life $34.99 

Activision Classics $29.99 

Adidas Power Soccer $24.99 

Air Combat $14.99 

Apocalypse $24.99 

Azure Dreams $24.99 

Brave Fencer Musashi $34.99 

Breath of Fire 3 $29.99 

Brigandine $29.99 

Bubsy 3-D $19.99 

Bust-A-Groove $29.99 

Bust-A-Move 2 $24.99 

Castlevania S.O.T.N $19.99 

Chronicles of the Sword $14.99 

Circuit Breakers $14.99 

Colony Wars: Vengeance $24.99 

Command & Conquer Red Alert $24.99 
Contra: Legacy of War $ 14.99 

Cool Boarders 2 $14.99 

Cool Boarders 3 $29.99 

Crash Bandicoot 3 $29.99 

Crime Killer $14.99 

Croc $9.99 

Darks talkers 3 $29.99 

Dead or Alive $24.99 

Deathtrap Dungeon $14.99 

Diablo $24.99 

Die Hard Trilogy $19.99 

Dragonseeds $24.99 

Duke Nukem: Time to Kill $24.99 

Fade to Blak $12.99 

Fighting Force $19.99 

Fox Sports Cold'99 $19.99 

Frogger $24.99 

G-Darius $24.99 

Cex $14.99 

Gran Turismo $29.99 

Heart of Darkness $29.99 

Jeremy McGrath Supercross '98 $24.99 

Jet Moto 2 $14.99 

Madden '99 $29.99 

Kartia $29.99 

Knockout Kings $29.99 

Mega Man 8 $24.99 

Mega Man Legends $24.99 

Metal Gear Solid $34.99 

MLB '99 $29.99 

Namco Museum Vol.1 $14.99 

Namco Museum Vol.3 $14.99 

Nascar'98 Coll. Edition $14.99 

Nascar'99 $24.99 

NBA Live '99 $29.99 

NCAA Football '99 $29.99 

NCAA Gamebreaker '99 $24.99 

Need for Speed 3 $29.99 

NFL Gameday '99 $29.99 

NHL '99 $24.99 

Nightmare Creatures $14.99 

Oddworld: Abe's Exodus $24.99 

Parasite Eve $24.99 

Rayman $14.99 

Reel Fishing $24.99 

Resident Evil Dir. Cut $14.99 

Resident Evil 2 Dual Shock Ver. $29.99 
Ridge Racer $12.99 

Road Rash 3D $24.99 

Rouge Trip $29.99 

Rugrats $29.99 

Simcity 2000 $24.99 

Soul Blade $19.99 

Spice World $19.99 

Spyro the Dragon $24.99 

Tales of Destiny $24.99 

Tekken 2 $14.99 

Tekken 3 $24.99 

Tenchu $24.99 

Test Drive 4 $14.99 

Test Drive 5 $19.99 

Tetris Plus $14.99 

Theme Park $19.99 

TNN Motor Sports Hardcore 4X4 $14.99 
Tomb Raider $14.99 

Tomb Raider 2 $19.99 

Tomb Raider 3 $29.99 

Triple Play '99 $24.99 

Twisted Metal 3 $34.99 

Uprising X $29.99 

WCW vs. The World $14.99 

Wheel of Fortune $29.99 

Wreckin'Crew $14.99 

WWF Warzone $24.99 

X-Game Pro Boarders $24.99 

X-Men vs. Street Fighter $24.99 

Xeno Gears $34.99 

MANY MORE TITLES AVAILABLE. 
CALL FOR PRICES 


Individual titles a 
trademarks of thi 
respective companies. 
Prices subject to Chang, 
without notice 


To pay by credit card call 818-765-0097 


You may order online http://www. VGLQ.com 

You also can FAX your order with your address, 
phone number and credit card info. 

Fax: 818-765-0140 


Or mail check or money order to: 

Video Game Liquidators 
7326 Laurel Cyn 
North Hollywood, CA 91605 

(please, allow 7-10 days for check to clear) 




Monday-Friday 
10am-5pm pst 






























































AUGUST 


T he Dreamcast version of Ready 2 Rumble being hands down the greatest 
arcade-style boxing game to ever grace a screen, we’re pleased to 
announce that next month we’ll be probing deep into the minds of the game’s 
creators to uncover what gave them such groovy ideas for a slugfest. We’ll also 
have a look at the Dreamcast versions of Hydro Thunder, NFL Blitz 2000 and 
MK Gold in our gigantic Midway Dreamcast launch special. As always, we 
won’t stop there. Look for all the latest and greatest games and gaming news, 
burning-hot overseas reporting and fascinating editorial features as we contin¬ 
ue to bring you unique perspectives and insights into the ever-changing world 
of interactive gaming and everything that goes with it. 
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©1995. 1999 Electronic Arts Inc. Command & Conquer, Westwood Studios and Electronic Arts are trademarks or 
registered trademarks of Electronic Arts in the U.S. and'or other countries. Westwood Studios is an Electronic Arts™ 
Company. The "N" Logo is a trademark of Nintendo of America Inc. ©1999 Nintendo of America Inc. 
www.nintendo.com Game and System sold separately. 


EVERYONE 
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The deadliest weapon you have 


only fires neurons. 


Better keep it loaded 
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ARTIFICIAL INTELLIGENCE HINT> 


YOU KNOW IT S ALIVE. WORSE. 

IT KNOWS IT’S ALIVE 


it’s thinking 




sega.com 










































